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Page 833 ? 1
Welcome, Contract Holder!


Welcome, TCOMPTER [TheDM], to the Role Playing Games bulletin board!

You can visit this forum's message board on the web at
http://www.syndicomm.com/communities/rpg/messages/


Category 1: Welcome to Role-Playing Games!

1 ? rea all cat=all nor nos
Category  1 Welcome to Role-Playing Games! (Closed)
 ************
Topic 1         Mon Jun 28, 2004
KGAGNE                       at 11:08 PST
Sub: Welcome to Role-Playing Games!

Welcome to Role-Playing Games!

 1 message
 ************
 ------------
Category 1,  Topic 1
Message 1          Mon Jun 28, 2004
TCOMPTER [TheDM]             at 17:16 PDT

       >>> WELCOME TO THE RPG COMMUNITY ON SYNDICOMM.COM! <<<
       """""""""""""""""""""""""""""""""""""""""""""""""""""""

      Thanks for stopping in!  My name is Thomas Compter and I'm the
Chief Sysop here in the Role-Playing Games Community on Syndicomm.com.
Also on staff here are Ken Gagne, bulletin board manager; and
Roger Schnorenberg, MUD operator.

Role Playing Games are diverse lot, employing pencil and paper, miniatures,
and cards, and attracts as diverse an audience.  If you love the games of TSR,
Wizards of the Coast, Games Workshop, Steve Jackson Games and all others, then
this is the place you want to be (and where we want you to be.   :)

Thanks for stopping in; we hope you'll stay for awhile!


-Thomas Compter
rpg@syndicomm.com


 ------------
 ************
Topic 2   CLOSED Tue Jun 08, 2004
KGAGNE                       at 10:29 PST
Sub: ...reserved...

Reserved for future expansion.

 1 message
 ************
 ************
Topic 4   CLOSED Tue Jun 08, 2004
KGAGNE                       at 10:30 PST
Sub: ...reserved...

Reserved for future expansion.

 1 message
 ************
 ************
Topic 5   CLOSED Tue Jun 08, 2004
KGAGNE                       at 10:30 PST
Sub: ...reserved...

Reserved for future expansion.

 1 message
 ************
 ************
Topic 6   CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:12 PST
Sub: Why our bulletin board is like a pub

About the bulletin board.

 1 message
 ************
 ------------
Category 1,  Topic 6
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:04 PDT

             >>> WHY OUR BULLETIN BOARD IS LIKE A PUB <<<
             """"""""""""""""""""""""""""""""""""""""""""

WHAT YOU COME HERE FOR is interesting conversations with interesting
"""""""""""""""""""""" people.  Or perhaps you come to take copies of
the files in our library.  Either way, we're glad you're here.
We're so glad, we'd like you to let us know what to call you by
using the NAMe command to give yourself a nickname.  Just type in:

NAM NickName

in the bulletin board and we'll know what to call you.

     To get you to come back, we realize that we have to make you feel
your online fees were well spent.  Syndicomm.com's success depends on
how many times you come back, not on how long you stay each time you
come.  Our goal is to provide you with exactly what you want!

 ------------
 ************
Topic 8   CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:12 PST
Sub: How to READ messages and REPly

Reading and Replying to messages.

 1 message
 ************
 ------------
Category 1,  Topic 8
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:05 PDT

HOW TO READ THE BULLETIN BOARD   There are two basic strategies that
""""""""""""""""""""""""""""""   people use in our bulletin boards.
"Conversationalists" read all the existing messages in the topics they
are interested in, leave a message or two of their own, and come back
every few days to read and respond to the new messages in those
topics.  If you are a conversationalist, the bulletin board help files
explain in complete detail how to automatically read just the NEW
messages in the topics you select.

     Other people come to us with a specific question. They usually
don't want to waste a lot of time reading what they don't need to
know. If this sounds like you, you want to post a new message--to do
so, you use the REPly command.  You aren't replying to a specific
message, but rather, a category and topic.  The terms may confuse
those who are used to threaded systems, but it will eventually become
second nature.

     1.) Go into the bulletin board and enter a CAT command to see
         the list of categories.  Write down the category number
         that's most appropriate for your question.
     2.) Enter SET n, where "n" is the number of that category.
     3.) Enter TOP to see a list of the ongoing topics or
         conversations.  Choose the one most appropriate for your
         question.
     4.) Enter READ n, where "n" is the topic number. All the
         existing messages in that topic will be displayed so you can
         see if your question has already been asked and answered.
     5.) When you've read the last message in the topic, you'll be
         asked if you'd like to add a "REPly?". If you haven't found
         everything you need to know, answer "Y"es and type in your
         question.
     6.) Come back after a day or two and enter:

     SET n
          (use the number of the category you left your question in)
     READ o NEW
          (use the number of the topic you left your question in)

     After all the responses have been displayed, you will, once
again, get a chance to add your own message to the topic.  This way
you can "create a conversation" to clarify your questions or the
answers you get.

     Every so often, as text is scrolling down your screen, you will
be presented with a prompt like this:

Scroll?

     This is to limit the amount of text that appears on your screen
at any one time.  If you have a large scrollback or capture buffer and
would like the messages to scroll continuously, add the command
NOSCROLL to your READ command, as in READ 1 NEW NOSCROLL.  If,
however, you would like to stop reading messages immediately when at
the Scroll? prompt, simply hit q and return (think "quit").

     If you'd like to simply have every new message in the bulletin
board be transmitted to you with no breaks, use BRO NOR NOS.

     There are a couple of other things you can do with the bulletin
board.  If you'd just like to read the last message in a topic, you
can use the LAST command in combination with read, as in:

READ 5 LAST

which will read the last message in topic 5.  If you'd like to read
the last 10 messages in topic 5, you can use:

READ 5 LAST 10

     One other thing you can do with the bulletin board is count the
number of messages in a topic, range of topics, categories, or the
entire board.  You do this with the COUNT command.  It uses the same
options as the READ command.

 ------------
 ************
Topic 9   CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:12 PST
Sub: How to STArt a topic

Starting a new topic.

 1 message
 ************
 ------------
Category 1,  Topic 9
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:07 PDT

STARTing A NEW TOPIC   If, for some reason, you have a question, subject,
""""""""""""""""""""   or game you'd like to discuss that doesn't have
an appropriate existing topic, you may want to start a new topic.
If you're sure you want to do this, the command is, simply START, or
STA for short.

     To STArt a new topic, you must be in the category you wish the
topic to go in.  Once you're in that category, simply STA.  The system
will respond:

Enter a name for this topic:

     Pick a name and hit return.  You will be dropped into the editor
(which we will cover shortly) and asked to enter a description of a
few lines.  Go ahead and do that.  After you've completed that, you
can post the first message in your new topic--in fact, the system will
prompt you to ask if you'd like to post the first message.  If you do
(and I assume you do) go ahead and do so.

     Starting new categories is reserved for sysops.  Please contact
rpg@syndicomm.com if you feel a new category is called for.

 ------------
 ************
Topic 10  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:13 PST
Sub: Our message editor

About pico, our message editor.

 1 message
 ************
 ------------
Category 1,  Topic 10
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:08 PDT

PEEK OH!?  PIKE OH?!   The default editor that Syndicomm.com uses for
""""""""""""""""""""   the posting of messages is a modified version
of the Unix editor pico.  Those of you who use the pine email program
on a Unix shell account will likely be very familiar with this
program.  Once you're finished with your message, use Control-X to
post it.

     If you'd like to cancel your message posting, just press Control-Z.
You'll be asked for confirmation before what you've written so far
is erased.  You can also delete messages after you post them - more
on that in the next topic.

     Pico has online help (use Control-G) so we won't go into any detail
here, other than if you're confused, use the help!  If you want to learn
more (although not all of it will apply to the version on Syndicomm.com
for use in posting) there's a pico reference at http://tinyurl.com/2mrx4

 ------------
 ************
Topic 11  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:13 PST
Sub: DELeting messages

How to delete a message.

 1 message
 ************
 ------------
Category 1,  Topic 11
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:08 PDT

DELETING (AND RESTORING!) MESSAGES   If you've decided that you want
""""""""""""""""""""""""""""""""""   to delete a message you've
already posted, there is a DELete command.  To delete a message, you
must set the category it is in.  Once that is done, you need to know
the topic the message is in and the message number.  The command is
simple:

DEL X Y

     where X is the topic number and Y is the message number.

     If you find that you've deleted a message inadvertently, you can
restore it, using the REStore command, with the same context:

RES X Y

 ------------
 ************
Topic 12  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:13 PST
Sub: New Topic Announcements

Follow this topic for announcements of new topics in other areas of the
bulletin board.

 1 message
 ************
 ------------
Category 1,  Topic 12
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:08 PDT

New topics created anywhere throughout the bulletin board, by users or staff,
will be announced here.  Be sure to follow this topic to keep up to date.

 ------------
 ************
Topic 18  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:14 PST
Sub: Speak Up in Our Real Time Conferences

About our Real Time Conferences.

 2 messages
 ************
 ------------
Category 1,  Topic 18
Message 2          Mon Jun 28, 2004
KGAGNE [Ken]                 at 11:22 PDT

          >>> SPEAK UP IN RPG's REAL-TIME CONFERENCES! <<<
          """"""""""""""""""""""""""""""""""""""""""""""""

     If you want to chat online with gamers from around the world,
join in on RPG's Real-Time Conferences (RTC's).  Simply select
option 2 from the forum's main menu.  You'll then be transported
to the conference center, where you can give yourself a nickname.
This can be your real name (which is preferred) or a handle you go
by (which is fine by us too).  You can use your Syndicomm.com
username or you can use pretty much whatever you want, within limits -
both the limits of good taste and the length limit of 27 characters.

     Once you've chosen your name, you can choose which conference you
wish to join.  There may be several going on at the same time!  Most
of the action will be going on in Room 1, most likely, so check things
out there.  Folks talk about just about anything gaming-related, or all
kinds of other things.  Hang out, make friends, ask questions, and
answer some too.  The conference is a great way to spend time and have
fun.

 ------------
 ************
Topic 20  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:14 PST
Sub: A quick primer to RTC commands

Getting started in the RTC.

 1 message
 ************
 ------------
Category 1,  Topic 20
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:11 PDT

A QUICK PRIMER TO RTC COMMANDS   Here are some helpful commands for
""""""""""""""""""""""""""""""   you to remember when you're in
conference.  The commands are not case sensitive.  To use a command,
precede it by a slash (/).  If you wish to start a line with a slash
without having it interpreted as a command, put an additional slash
(/) at the beginning of the line (//).

     ACTION              Display a message in the third person
     AFK / BAK           Toggle between away-from-keyboard and
                         at-keyboard modes
     BEEP / NOBEEP       Turns on or off beeping when users enter the
                         chat room or send private messages to you.
     BYE                 Leave the chat room and log off of the system
     ECHO / NOECHO       Turn on or off echoing of what you type
     EXIT                Leave the chat room and return to the main
                         menu
     HELP                Show these commands
     IGNORE / UNIGNORE   Ignore or stop ignoring someone
     NAME                Change your nickname
     SEND                Send a private message to another member
     SHOWRN / HIDERN     Turns on or off display of Syndicomm.com
                         usernames
     SHOWTIME / HIDETIME Turns on or off display of timestamps when
                         messages are received
     TIME                Shows the current time and your elapsed time
                         online.
     WHO                 List members in the current room

     Many other commands exist, but these are some of the basics;
use the /HELP command while in conference to see a full list.

 ------------
 ************
Topic 26  CLOSED Fri Jun 25, 2004
KGAGNE                       at 14:12 PST
Sub: About the File Libraries

About our file libraries

 1 message
 ************
 ------------
Category 1,  Topic 26
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:15 PDT

A file area is currently accessible to members via FTP.  You need to use your
username and password to login.  From an FTP client, access this address:

ftp://ftp.syndicomm.com/pub/members-only/rpg

From a web browser, try this URL, where "username" is your username:

ftp://username@ftp.syndicomm.com/pub/members-only/rpg

Some web browsers may additionally require your password, in this format:

ftp://username:password@ftp.syndicomm.com/pub/members-only/rpg

This file library is also available when telnetting to syndicomm.com.  Just
select menu option #3: File Library from the main RPG menu (page 833).  You'll
be prompted for your Syndicomm account password, after which the libraries
will be displayed using the Lynx text-based web browser.  Files can be
downloaded via Zmodem or saved to your personal FTP directory.

 ------------
 ************
Topic 37  CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:17 PST
Sub: All about Syndicomm.com email

About our email system.

 1 message
 ************
 ------------
Category 1,  Topic 37
Message 1          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:16 PDT

                >>> ALL ABOUT SYNDICOMM.COM EMAIL <<<
                """""""""""""""""""""""""""""""""""""

POP MAIL   If you have a POP3 compliant electronic mail client (such
""""""""   as Eudora, Outlook Express, or Spectrum Automatic Mailer),
you have everything you need to receive email on Syndicomm.com.  All
you have to do is set your client up as follows:

     username: Your Syndicomm.com username
     password: Your Syndicomm.com password
     POP server: mail.syndicomm.com

     To send mail via SMTP, use your ISP's SMTP server.

WEB MAIL   Any web browser can be used to access your Syndicomm mail.
""""""""   Surf to http://www.syndicomm.com/webmail to read and send
from your Syndicomm account.

TEXT MAIL   If you'd prefer to send a message via the text interface,
"""""""""   you can.  Type MAIL or go to page 200 to access Syndicomm
Electronic Mail.

     When sending mail, You will be prompted for a To: address,
followed by a cc: (for carbon copies).  You can separate multiple
addresses in either line using a comma (,).  You will then be prompted
for a Subject: to your email message and dropped into the familiar
pico editor.  When you are done editing your message, use Control-X
to send it.  BE CAREFUL WHEN SENDING--there's no cancelling it once
it's gone.

PINE MAIL   You can also use the email program Pine to send and
"""""""""   receive mail from your Syndicomm address.  Type MAIL or
go to page 200 to access Syndicomm Electronic Mail, including Pine,
which features online help.

 ------------
Category  2 Community Square
 ************
Topic 1   CLOSED Tue Jun 08, 2004
KGAGNE                       at 11:22 PST
Sub: Announcements from the Staff

Announcements from the RPG staff.

 2 messages
 ************
 ------------
Category 2,  Topic 1  [MOVED]
Message 1          Mon Sep 25, 2006
KGAGNE [Ken]                 at 19:51 PDT

SYNDICOMM TO REFOCUS ON PRODUCT DEVELOPMENT AND SALES

September 9, 2006--Syndicomm(tm) announced today, following A2Central.com's
announcement that it would be opening free Apple II related forums, that it
will be closing the Syndicomm Online online service in order to focus its
efforts on product development and sales for Apple II and Macintosh computers.
The closure will take effect at midnight Eastern Standard Time on December 1,
2006.

Customers that have business web site accounts with Syndicomm will be able to
continue to have their sites hosted with Syndicomm.

Eric "Sheppy" Shepherd, the owner of Syndicomm, said, "With A2Central.com in
Sean's capable hands, I feel confident that he can pick up the banner of
providing the ultimate online home for Apple II users.  Since Syndicomm Online
is almost all Apple II users anyway, I felt it was time to close the online
service so my time could be better used elsewhere."

Shepherd added, "The online service has been being supported by the sale of
software products since its inception, while at the same time keeping me too
busy to develop new products.  I feel that my best purpose in the Apple II
world is to develop software, and closing the Syndicomm Online service will
allow me to spend more time doing just that."

"Sheppy and I realized that the best way to serve the Apple II world was for
A2Central.com to provide chat, message boards, and similar services, and to let
Sheppy -- that is, Syndicomm -- write code," Fahey said.  "I look forward to
continuing the legacy of support, comeraderie, and exchange of ideas and
software that's always been the legacy of the Apple II forums operated by
Syndicomm."

PRESS CONTACTS

Eric Shepherd - sheppy@syndicomm.com
Sean Fahey - sfahey@a2central.com

 ------------
Category 2,  Topic 1
Message 2          Mon Nov 27, 2006
KGAGNE [Ken]                 at 06:48 PDT

When Syndicomm Online closes, this bulletin board will go with it.  No viable
alternative has been found or offered for its continued existence, though not
for lack of desire on the staff's part.  A text capture of its contents will
be made available; keep your eyes on Syndicomm.com or Gamebits.net.

It has been a pleasure serving you all these years!  I hope you found that
this forum brought something valuable to your online experience.  Thank you
for your participation.

-Ken Gagne
Co-Sysop, RPG Forum

 ------------
 ************
Topic 3         Tue Jun 08, 2004
KGAGNE                       at 11:47 PST
Sub: Elsewhere on Syndicomm.com

Use this topic to post and discuss happenings in other Syndicomm.com
communities.

 1 message
 ************
 ------------
Category 2,  Topic 3
Message 1          Wed Oct 20, 2004
SYNDICOMM [Sheppy]           at 09:03 PDT

The Policy and Politics forum salutes democracy in all its glory on Election
Day (November 2) by holding a real-time conference starting when the polls
close on the east coast -- 5:00 PM Pacific Standard Time -- and ending whenever
the networks all agree who will be president for the next four years.  It's
looking likely to be quite the slugfest, so drop by and spend the evening
watching the tally, or pop in and out to share your thoughts.  We're at page
1600, keyword POLITICS.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
 ************
Topic 5         Mon Jan 14, 2002
SYNDICOMM                    at 07:24 PST
Sub: The Tavern

This is a lounge for general chatter, gaming-related or otherwise.

 52 messages
 ************
 ------------
Category 2,  Topic 5
Message 1          Mon Jan 14, 2002
SYNDICOMM                    at 07:25 PDT

Would it be poor form to offer a link to maps of areas in the game?  I've got a
map I've made of the basement area of the Newbie Zone, and I'm working on
prettying up a map of the sewers.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 5
Message 2          Mon Jan 14, 2002
MISNOMER                     at 23:01 PDT


Sounds good to me.

:)

Denny
 ------------
Category 2,  Topic 5
Message 3          Tue Jan 15, 2002
NIGHTPATHS                   at 11:18 PDT

Go right ahead! You need to know that the maps will be changing, eventually,
but for right now, maps are great to have!

 --
-Nightpaths, Goddess of the Realm-


 ------------
Category 2,  Topic 5
Message 4          Thu Feb 21, 2002
KGAGNE                       at 19:52 PDT

Some online quizzes:

What D&D Character Are You?

        http://www.students.uiuc.edu/~ellingwd/dndwho/index.html

What Would Your Stats Be in AD&D?

        http://blanchard.virtualave.net/war/dndstats.html

 ------------
Category 2,  Topic 5
Message 5          Fri Feb 22, 2002
SYNDICOMM                    at 11:42 PDT

Hehehe :)


--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 6          Fri Feb 22, 2002
KGAGNE                       at 14:29 PDT

What are you snickering at, Sheppy?  High charisma score or something?

-Ken

 ------------
Category 2,  Topic 5
Message 7          Fri Feb 22, 2002
SYNDICOMM                    at 16:17 PDT

I'm a Neutral Good Elf Bard Fighter. :)

My stats:

Str: 7
Int: 10
Wis: 12
Dex: 10
Con: 9
Chr: 13

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 8          Fri Feb 22, 2002
KGAGNE                       at 21:32 PDT

I couldn't calculate my strength, but I had 12 Dex and 15 Wis.  Everything
else was pretty average.

I'm also a chaotic good half-elf bard cleric.  My real AD&D character is a
chaotic good half-elf thief.  Go fig.

-Ken

 ------------
Category 2,  Topic 5
Message 9          Sat Feb 23, 2002
SYNDICOMM                    at 11:27 PDT

Well, my real D&D character is a neutral good elf fighter-magic user. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 10         Sat Feb 23, 2002
KGAGNE                       at 17:00 PDT

Sheppy wrote:

> I'm a Neutral Good Elf Bard Fighter... my real D&D character is a neutral
> good elf fighter-magic user.

Ken wrote:

> I'm also a chaotic good half-elf bard cleric. My real AD&D character is a
> chaotic good half-elf thief.

We're really pushing the limit of our role-playing abilities, eh?

-Ken

 ------------
Category 2,  Topic 5
Message 11         Mon Feb 25, 2002
SYNDICOMM                    at 16:34 PDT

>>>We're really pushing the limit of our role-playing abilities, eh?

Hehe :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 12         Wed Mar 13, 2002
JUSTDAVE                     at 21:55 PDT

Neutral Good Elf Bard Ranger (Follower of Oghma)

Str: 9
Int: 11
Wis: 15
Dex: 10
Con: 9
Chr: 12

--
Dave Miller    justdave@syndicomm.com + justdave@justdave.net
Lead Software Engineer/System Administrator, Syndicomm Online
http://www.syndicomm.com/            http://www.justdave.net/

 ------------
Category 2,  Topic 5
Message 13         Fri Aug 16, 2002
TCOMPTER                     at 08:33 PDT

We have a player missing in action over in Mercia, so if anyone is interested
in filling in TEMPORARILY for just a session or two, here is your chance!

Of course, if you like it and want to stay, you're more than welcome, though
we'd outfit you with new characters.

If you are interested, post over in RPG, CAT 7, Top 2.   Or email tcompter.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 2,  Topic 5
Message 14         Mon Feb 03, 2003
SCHNORENBERG [Roger]         at 23:54 PDT

When will the Cargotha MUD be reopened?  I find myself in serious need
of a little mayhem! :)


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 I'm mooning you now, you just can't see me.


 ------------
Category 2,  Topic 5
Message 15         Sun Feb 09, 2003
SYNDICOMM [Sheppy]           at 09:50 PDT

>>>When will the Cargotha MUD be reopened?  I find myself in serious need
of a little mayhem! :)

Well... that's a good question.  I'll be honest: the server that runs the MUD
is missing.  We can't find it, post-move.  It must be around somewhere, but we
have no idea where.  I took it offline back in November, but Sarah boxed it
up, and now neither of us knows what box it went into, and it doesn't appear
on our inventory list anywhere.

So the answer to your question is: as soon as we find the server.  Hopefully
soon.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 16         Sun Jun 22, 2003
KGAGNE [Ken]                 at 15:17 PDT

Has Cargotha been found? :)

-Ken

 ------------
Category 2,  Topic 5
Message 17         Sun Jun 22, 2003
KGAGNE [Ken]                 at 15:17 PDT

When political correctness strikes RPGs...

Archer:       Non Mechanical Tensile Kinetic Projectile Delivery Systems
              Engineer

Assassin:     Third Party Right-Sizing Coordinator

Bard:         Audio Mood Enhancement Engineer

Cleric:       Outer Plane Communications Facilitator

Druid:        Environmental Essence Utilization Engineer

Fighter:      Proactive Defense Engineer

Illusionist:  Multimedia Neo-Experience Engineer

Monk:         Non-Secular Unarmed Proactive Defense Specialist

Magic User:   Essense Utilization Engineer

Paladin:      Outer Planar Enforcement Officer

Ranger:       Uncharted Highways Reconnaissance Officer

Rogue:        Alternative Lifestyle Actuator

Terminator:   Disorder Investigation and Elimination OFficer

Thief:        Property Relocation Executive


... by Joe Watling in "Knights of the Dinner Table #80

 ------------
Category 2,  Topic 5
Message 18         Sun Jun 22, 2003
KGAGNE [Ken]                 at 15:18 PDT

"Knights of the Dinner Table" #80 reports that Zinc Entertainment, a division
of Silver Pictures, will in early 2004 release a sequel to the movie "Dungeons
& Dragons".

Also, Walt Disney Pictures and Jerry Bruckheimer Films will develop a
live-action movie based on the Rifts role-playing game.

 ------------
Category 2,  Topic 5
Message 19         Mon Jun 23, 2003
SCHNORENBERG [Roger]         at 20:41 PDT

 Ken asked:

> Has Cargotha been found? :)

Yes, those of us with inquiring minds, bent on mayhem, want to know.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 DYNAMITE.COM found. Explode computer? (Y/N)


 ------------
Category 2,  Topic 5
Message 20         Tue Jun 24, 2003
MARK [Apprentice]            at 17:29 PDT

Replying to 'Roger' in Category 7 Topic 1:

>  Ken asked:
>
>| Has Cargotha been found? :)
>
> Yes, those of us with inquiring minds, bent on mayhem, want to know.

Me too.


 ------------
Category 2,  Topic 5
Message 21         Sun Jun 29, 2003
SYNDICOMM [Sheppy]           at 19:46 PDT

>>>Has Cargotha been found? :)

I wish.  The server it ran on is still missing.  It looks like we're going to
have to rebuild Cargotha on a new server. :(

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 22         Tue Aug 12, 2003
SCHNORENBERG [Roger]         at 20:28 PDT

Replying to 'Sheppy' in Category 7 Topic 1:

>|>>Has Cargotha been found? :)
>
> I wish.  The server it ran on is still missing.  It looks like we're
> going to have to rebuild Cargotha on a new server. :(

Any idea what time frame we are looking at to rebuild Cargotha?

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 WINTER is Nature's way of saying, Up Yours!


 ------------
Category 2,  Topic 5
Message 23         Wed Aug 13, 2003
SYNDICOMM [Sheppy]           at 11:23 PDT

>>>Any idea what time frame we are looking at to rebuild Cargotha?

Need to find someone to run it first.  Michelle unfortunately has had some
health problems and is no longer up to keeping it up and running.

If anyone knows someone who would like to run Cargotha, please let me know. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 24         Wed Aug 13, 2003
SCHNORENBERG [Roger]         at 23:15 PDT

Replying to 'Sheppy' in Category 7 Topic 1:

> If anyone knows someone who would like to run Cargotha, please let me
> know. :)

What would be involved with keeping it up and running?  - Besides more
computer than I currently have? ;)


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Strike any user when ready.....


 ------------
Category 2,  Topic 5
Message 25         Sat Aug 16, 2003
SYNDICOMM [Sheppy]           at 14:11 PDT

>>>What would be involved with keeping it up and running?  - Besides more
computer than I currently have? ;)

Well, you have to know C, for one thing, since adding onto a MUD really
requires some C programming to do it right.  Otherwise you mostly just need a
lot of time.  Any computer that can handle an SSH connection to our server can
be used to do the work, since it most involves editing and compiling programs
on the dedicated MUD server.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 26         Mon Aug 18, 2003
SCHNORENBERG [Roger]         at 21:09 PDT

Replying to 'Sheppy' in Category 7 Topic 1:

> Any computer that can handle an SSH connection to our server can be
used
> to do the work, since it most involves editing and compiling programs
on
> the dedicated MUD server.

Ok, for those of us that don't know - or don't remember - what is an SSH
connection?


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Block Parity - One heck of a good time enjoyed by the whole
 neighborhood.


 ------------
Category 2,  Topic 5
Message 27         Tue Aug 19, 2003
TCOMPTER                     at 11:37 PDT

>> Replying to 'Sheppy' in Category 7 Topic 1: Any computer that
>> can handle an SSH connection to our server can be used to do
>> the work, since it most involves editing and compiling programs
>> on the dedicated MUD server.

> Ok, for those of us that don't know - or don't remember - what
> is an SSH connection?

Secure Shell -- it's like Telnet, only transmissions are encrypted both ways.

_________
  | homas

 ------------
Category 2,  Topic 5
Message 28         Tue Aug 19, 2003
SYNDICOMM [Sheppy]           at 12:51 PDT

>>>Secure Shell -- it's like Telnet, only transmissions are encrypted both
ways.

Right.  The person or people that administrate the LAN actually have a Linux
shell account on the server that runs the game; the machine is entirely
dedicated to that game, and they have to access it via SSH.  All of this is
for security of both the game and the rest of our online service.

The game administrators then can install game patches, write or tweak code
modules for the game, or edit the game configuration files, using terminal
software on their home computer, via the SSH connection.

At any rate, the game is unfortunately offline until we find someone to
administrate it, since the game will have to be rebuilt from scratch.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 29         Tue Aug 19, 2003
SCHNORENBERG [Roger]         at 21:29 PDT

Replying to 'Sheppy' in Category 7 Topic 1:

> At any rate, the game is unfortunately offline until we find someone
to
> administrate it, since the game will have to be rebuilt from scratch.

Then I guess there is no point in my volunteering until I have a
computer that can do that. :(

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Clones are people, two.


 ------------
Category 2,  Topic 5
Message 30         Tue Sep 30, 2003
KGAGNE [Ken]                 at 06:26 PDT

The original text-based Adventure game, dubbed Colossal Cave, has an
extensive support, history, discussion, and errata page at this URL:

http://www.rickadams.org/adventure/

Most appealing is the Downloads link, which features versions of Adventure
for Mac, DOS, Amiga, OS/2, and Unix.  It can also be played with a web
browser at this URL:

http://sundae.triumf.ca/pub2/cave/node001.html

"You are in a twisty maze of passageways, all alike..." Can you say "Xyzzy"?

-Ken

 ------------
Category 2,  Topic 5
Message 31         Wed Mar 03, 2004
TCOMPTER                     at 07:47 PDT

I noticed that this forum doesn't have an ascii banner, so I thought I'd
submit one.   Someone else could probably make a better one.  In fact, many
people have, but I am not sure of the legal ramifications of using someone
else's ascii are on a commercial BBS like Syndicomm, so here is one that is
original and free of all legal impediments.

_________
  | homas





  Welcome to     /\
                /  \
    the        /____\
              [______]
Role-Playing   |   0|
   Game        |0   |
      Forum    | 0  |
 _____         |   _|___
[_____]        |  [_____]
 |   |         |   |   |
 |0  |UUUUUUUUUUUUU|0  |
 |  0|             |  0|
 | 0 |     |--|    | 0 |
 |   |     |  |    |   |
 |___|_____|__|____|___|





 ------------
Category 2,  Topic 5
Message 32         Thu Mar 04, 2004
SYNDICOMM [Sheppy]           at 13:28 PDT

I like it.  Can you tell? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 33         Thu Mar 04, 2004
SYNDICOMM [Sheppy]           at 13:31 PDT

By the way, we really need a new host for this forum; Melissa has been gone
for some time; she had a personal situation come up that forced her to give up
her post running her forums.

If anyone is interested, please let me know.

We're in the process of getting ready to start re-installing our MUD.  I hope
to have it online in a month or two, but we need a host to manage it first.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 34         Wed Mar 17, 2004
TCOMPTER                     at 07:05 PDT


Well, if you liked my last banner, here's a slightly improved version that
isn't so left of the screen biased.   :)


                                 __
                                |  \_
                                |__| \__
                                |  \_/_<
      Welcome                   |
                                /\
         to the                /  \
                              /____\
            Role-Playing     [______]
                              |   0|
               Games Forum    |0   |
                              | 0  |
      _____                   |   _|___
     [_____]                  |  [_____]
      |   |                   |   |   |
      |0  |UUUUUUUUUUUUUUUUUUUUUUU|0  |
      |  0|                       |  0|
      | 0 |         |--|          | 0 |
      |   |         |  |          |   |
      |___|_________|__|__________|___|





_________
  | homas


 ------------
Category 2,  Topic 5
Message 35         Sun Mar 21, 2004
KGAGNE [Ken]                 at 09:35 PDT

Thomas and I drew up a preliminary outline for a proposed BB structure.  I'd
like to hear from more people, especially those more familiar with today's
RPGs.  I emailed it top Roger but never received a response.

-Ken

 ------------
Category 2,  Topic 5
Message 36         Mon Mar 22, 2004
SYNDICOMM [Sheppy]           at 14:31 PDT

I'm afraid I'm not really very in touch with current games either; I have a
couple I play now and then and that's about it.

Still, I'm really looking forward to seeing what kind of new board layout you
guys come up with.  I'd like to see some revitalization of this forum. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 2,  Topic 5
Message 37         Wed Apr 28, 2004
SYNDICOMM [Sheppy]           at 21:22 PDT

Woohoo!  The MUD is finally open again! :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 2,  Topic 5  [MOVED]
Message 38         Wed Dec 29, 2004
KGAGNE [Ken]                 at 08:01 PDT

The art of the online comic strip 8-bit Theater combines with an audio track
from the Dead Ale Wives in this D&D spoof:

http://www.cliveblackledge.com/8bit/8bitDandD.swf

 ------------
Category 2,  Topic 5  [MOVED]
Message 39         Tue Nov 22, 2005
BBAKER                       at 07:24 PDT

My daughter has gotten into a community play game called Settlers of Catan.

Has anyone heard of it or played it?

Bruce

 ------------
Category 2,  Topic 5
Message 40         Tue Nov 22, 2005
TCOMPTER [TheDM]             at 11:41 PDT


I haven't, Bruce.

In fact, I'm not even sure what you mean by a "community play game".  Is it the
same as what I've heard of as "Live role playing"?


_________
  | homas

 ------------
Category 2,  Topic 5
Message 41         Thu Nov 24, 2005
BBAKER                       at 05:47 PDT

Yes, I think so Tom.  She sees it as a fantasy game. But it like a board game
for up to six players.  It seems like a role playing game to me.

Maybe it is more  like a simulation like Civilization.

BRuce

 ------------
Category 2,  Topic 5
Message 42         Thu Nov 24, 2005
KGAGNE [Ken]                 at 16:05 PDT

Settlers is more of a card game and is definitely not a LARP.  Here's the
official web page:

http://www.mayfairgames.com/mfg-shop/0480-0499/qps/0483.html

There was an entire storyline written as a parody of this game in "Knights of
the Dinner Table" magazine issue #70.

-Ken

 ------------
Category 2,  Topic 5
Message 43         Mon Feb 13, 2006
KGAGNE [Ken]                 at 15:19 PDT

The latest issue of Game Informer magazine suggests ten ways to get dumped on
Valentine's Day.  I have to share their #1:

Tell your partner he/she needs a few more "experience points" in the ways of
love.

Ouch! :-)

-Ken

 ------------
Category 2,  Topic 5
Message 44         Wed Feb 15, 2006
SYNDICOMM [Sheppy]           at 12:07 PDT

>>>Tell your partner he/she needs a few more "experience points" in the ways of
love.

That's a better way to get yourself brutally murdered than dumped. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 5
Message 45         Sun May 07, 2006
KGAGNE [Ken]                 at 08:36 PDT

Once a year, Mensa, the high IQ society, puts new board and card games through
a rigorous testing process to determine which are worthy of the Mensa seal of
approval.  Here are this year's winners:

http://tinyurl.com/qc3r6

 ------------
Category 2,  Topic 5
Message 46         Wed Jun 21, 2006
KGAGNE [Ken]                 at 19:32 PDT

"Gamers", a feature-length movie about role-playing gamers, is being released
direct to DVD on July 6th:

http://www.youtube.com/watch?v=3UktD-U-GEM
http://www.buygamers.com/
http://www.imdb.com/title/tt0485909/

It actually doesn't look completely terrible - and it's somewhat reasonably
priced, too.

-Ken

 ------------
Category 2,  Topic 5
Message 47         Thu Jun 22, 2006
KGAGNE [Ken]                 at 05:42 PDT

I take it back.  I watched some more clips - and this film does look awful. :)


 ------------
Category 2,  Topic 5
Message 48         Sun Jun 25, 2006
KGAGNE [Ken]                 at 16:42 PDT

Participate in the national Rock-Paper-Scissors competition!

http://www.worldrps.com/

 ------------
Category 2,  Topic 5
Message 49         Sun Jun 25, 2006
KGAGNE [Ken]                 at 16:52 PDT

If you need some help preparing for the competition, literature exists to
assist you on your way:

http://www.amazon.com/gp/product/0743267516/qid=1151279351/

 ------------
Category 2,  Topic 5
Message 50         Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:50 PDT

Observe a history of Wizards of the Coast:

http://www.rpg.net/columns/briefhistory/briefhistory1.phtml

 ------------
Category 2,  Topic 5  [MOVED]
Message 51         Wed Aug 09, 2006
KGAGNE [Ken]                 at 13:01 PDT

Will Gen Con take the place of E3?

http://games.slashdot.org/article.pl?sid=06/08/09/0249256&from=rss

 ------------
Category 2,  Topic 5
Message 52         Mon Nov 13, 2006
KGAGNE [Ken]                 at 09:11 PDT

Crowd Control Productions, maker of the MMORPG EVE Online, announced today at
their annual fanfest in Reykjavik, Iceland that a merger between White Wolf
Publishing and themselves is a done deal. From the White Wolf Press Release:
'The merged company will enable CCP to integrate White Wolf's leading
expertise in offline gaming development to enhance and create physical
products for its MMOG, EVE Online. Products to be introduced in 2007 will
include strategy guides, enhanced collectible card games, role-playing
systems, and novels all based on EVE Online. White Wolf will leverage CCP's
industry-leading technologies to bring its offline role-playing titles
online. Conceptualization and early development has begun to bring White
Wolf's World of Darkness, one of the world's strongest gaming properties,
into the online world.' Each company will keep its own name and Hilmar
Petursson, Chief Executive Officer of CCP, will step up as CEO of the merged
companies.

Story continues at
http://www.white-wolf.com/index.php?line=news&articleid=629

 ------------
Category  3 Free Trade Zone
 ************
Topic 1   CLOSED Thu Jan 27, 2005
KGAGNE                       at 17:10 PST
Sub: Guidelines for Posting

Welcome to the RPG Forum's Free Trade Zone.  Please take the time to read
through the guidelines before you post anything.  Thanks.

 1 message
 ************
 ------------
Category 3,  Topic 1
Message 1          Thu Jan 27, 2005
KGAGNE [Ken]                 at 17:10 PDT

As mentioned in the category description, all transactions conducted in
the RPG Forum must not comprise illegal products.  Books without covers have
generally been reported as stolen or destroyed to the publisher and are not
viable for transacations.

Details of transactions, including shipping addresses, should be conducted via
private email.

Please be courteous and remember to post a follow-up message once a
transaction is completed, so other members will know that an item is no longer
wanted/for sale/etc.

 ------------
 ************
Topic 10        Sat Apr 26, 2003
MARK                         at 10:10 PST
Sub: Software

Sell CRPRGs, DM aides, and the like here.

 1 message
 ************
 ------------
Category 3,  Topic 10
Message 1          Sat Apr 26, 2003
MARK [Apprentice]            at 10:11 PDT

Ultima VII 7.5 Serpent Isle - FACTORY SEALED!

http://cgi.ebay.com/ws/eBayISAPI.dll?ViewItem&item=3021019755

Spring cleaning time and it is time to make room on my shelves.  About 7 years
ago I picked up two brand new copies of Ultima 7 Part Two Serpent Isle from
the bargain bin of my local computer store.  I opened one copy and left the
second untouched in my collection.  It breaks my heart but it is now time to
sell it.

Starting at only $10, check out my eBay auction of arguably the best Ultima
game of all time.  It is still in its original factory sealed shrink-wrap in
mint condition.

Thanks and happy bidding!

 -- Mark Percival
- Syndicomm.com Apple II RTC Host "Midweek Madness!" every Wednesday night.
7:00 PM - 9:00 PM PDT

 ------------
 ************
Topic 21        Thu Jan 27, 2005
KGAGNE                       at 17:21 PST
Sub: Looking for a Game

Want to play in an RPG?  Post here!

 4 messages
 ************
 ------------
Category 3,  Topic 21  [MOVED]
Message 1          Fri Apr 26, 2002
SYNDICOMM [Sheppy]           at 13:18 PDT

A few of us have an ongoing D&D campaign that needs at least one, and
preferably a couple more players.  If you're interested, drop me a note. :)

We could really use a thief.  We have a magic user/fighter, a cleric, and a
fighter/cleric right now.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 21  [MOVED]
Message 2          Fri Apr 26, 2002
SYNDICOMM [Sheppy]           at 13:19 PDT

BTW, the game is being played in chat here on Syndicomm Online.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 21  [MOVED]
Message 3          Wed Aug 07, 2002
A2.DAIN                      at 19:16 PDT


I've thought about joining a quest.  What does one have to do to join?

Dain Neater

 ------------
Category 3,  Topic 21  [MOVED]
Message 4          Thu Aug 08, 2002
TCOMPTER                     at 08:25 PDT


>> Dain asked:
> I've thought about joining a quest.  What does one have to do to join?

Are you referring to a quest within the MUD here?  Or were you referring to
our chat-based game?   If the latter, see us over at Cat 7, Top 2, or email me
at tcompter@gdatp.com.   We can use all the help we can get!  :)


_________
  | homas


 ------------
Category  4 Books & Magazines
 ************
Topic 7         Wed Oct 26, 2005
KGAGNE                       at 20:14 PST
Sub: Knights of the Dinner Table

Published by Kenzer & Co., this comic portrays the fictional role-playing
gaming group, the Knights of the Dinner Table.  They love to play HackMaster!

 27 messages
 ************
 ------------
Category 4,  Topic 7  [MOVED]
Message 2          Sun Nov 18, 2001
KGAGNE [Ken]                 at 07:09 PDT

Knights of the Dinner Table focuses on the role-playing group of that name.
The game master, B.A. Felton, guides players Bob, Dave, Sara, and Brian though
games of Hackmaster, and occasionally other gaming systems.  The games often
boil down to "players vs. DM".

Each issue of this monthly mag costs $2.95 - a bit more than the usual comic,
but for 64 pages or so.  Unfortunately, you still get only the standard 22
pages of comics, with the rest occupied by other strips, gaming articles,
first-party ads, jokes, movie reviews, etc.

The strange antics of the KoDT have led to a spin-off comic called "Knights of
the Dinner Table Illustrated" (or KIll for short) which depicts the story
events from the Hackmaster characters' points of view.

Both comics are published by Kenzer & Co., which is currently publishing an
official D&D bi-monthly comic book that's a bit more serious take than KoDT.
Additionally, Kenzer & Co. recently published Hackmaster, an actual game based
on D&D and first conceived as the fictional game played by the KoDT.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 3          Mon Nov 12, 2001
KGAGNE [Ken]                 at 21:00 PDT

A third party has animated and put voices to some well-known KodT strips, in
Windows, Mac, and streaming formats.

<http://www.hoodyhoo.com/kodt.htm>

Anyone who's ever role-played should check them out. :)

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 4          Wed Jan 02, 2002
KGAGNE [Ken]                 at 13:02 PDT

Issue #62 (Dec '01) of KoDT is out, but it's a bit spartan.  The storyline
that's been progressing over the past several months received only five pages
of this month's issue; the other 17+ pages were "Retro KoDT", stand-alone
stories that occur any point on the KoDT timeline.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 5          Fri Jan 18, 2002
KGAGNE [Ken]                 at 11:43 PDT

Issue #63 (Jan '02) of KoDT is out.  Again, only three pages are spared to
progress the current storyline; the rest are Retro-KoDT, many of them
connected to follow a session of Cattlepunk.

One of my favorite moments was a sign in the window of Weird Pete's Games
Pit: "Vic 20 for sale - free 4K RAM module" :)

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 6          Thu Feb 21, 2002
KGAGNE [Ken]                 at 10:34 PDT

KoDT #64 (Feb 2002) seems to have more comic than usual, but even less of it
pertains to the "Terrible Trio Plus One" storyline that's been running (or
being avoided) lately.  In fact, not a single story in this issue pertains to
the present, except for one story in which the Knights take up the hobby of
geocaching.

Oh well - still good stuff.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 7          Mon Jun 10, 2002
KGAGNE [Ken]                 at 17:08 PDT

Knights of the Dinner Table #67 (May 02) fast-forwards some player action by
gaving the game master, B.A., summarize to his GM buddies what's been
happening in his campaign.  This trick helps speed the story along, as it's
been dragging lately.  The players show some real innovation in this issue
which made me gasp, and it looks like they have more tricks up their sleeves
for the next issue as well.

The price of the printed comic will be rising shortly.  The current cover
price is $2.99 for 64 pages.

KoDT is also running an eight-week online comic, currently available at

http://www.kenzerco.com/periodicals/kodt/kodtonline_current.php

 ------------
Category 4,  Topic 7  [MOVED]
Message 8          Tue Jul 09, 2002
KGAGNE [Ken]                 at 16:31 PDT

Issue #68 (June 02) of KoDT reveals "Phase Three" of the gamers' plans.
Though they certainly did pull a fast one over the GM, I'm not sure I like
what this  forebodes for future tales.

Issue #69 (July 02) picks up where a previous issue's "Retro KoDT" (a story
outside the current timeline) left off, with Squirrely the chimpanzee sitting
in for Bob, who's away at an insurance agents convention.  It was fun to watch
the other players adjust to a simian on the team. :)

 ------------
Category 4,  Topic 7  [MOVED]
Message 9          Sun Sep 22, 2002
KGAGNE [Ken]                 at 21:29 PDT

Knights of the Dinner Table #70 (Aug '02) made me realize just how big a
production this publication is, as it weighs in at exactly 100 pages!  That's
big.

There are a few different stories told in this issue, only one set in the
current continuity of the return of the Untouchable Trio (Plus One).  A new
feature is "KODT Q&A", in which reader questions about the characters in the
strip are answered through an original KODT strip.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 10         Fri Oct 04, 2002
KGAGNE [Ken]                 at 19:27 PDT

KoDT #71 (Sep '02) is a fun issue.  They again use the method of chronicling
events in a player's journal, sparing readers the mundanities of how the party
gets from one town to another.  These knights just can't keep themselves out
of jams. :)

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 11         Fri Nov 01, 2002
KGAGNE [Ken]                 at 11:20 PDT

KoDT #72 (Oct '02): This issue covers a variety of topics, having the Knights
play a board game akin to Survivor, and then competing in a Halloween costume
contest.  The only story that occurs in the current continuity deals with
Brian selling Bob's own miniature back to him on HackBay, an issue that arose
in the last issue.  No actual Hackmaster gameplay occurs in this issue.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 12         Mon Dec 16, 2002
KGAGNE [Ken]                 at 18:59 PDT

KotDT #73 (Nov 02) is a good mix of activities.  There's a brief story about
what happens when the Knights get the opportunity to open Brian's secret
briefcase; a strip of the Knights playing a round of a storytelling card game
based on Atlas Games' "Once Upon a Time"; and one strip in the current
storyline.  B.A. makes some massive campaign changes in that one, and I don't
see how it can't backfire later.  Hmm.

 ------------
Category 4,  Topic 7  [MOVED]
Message 13         Wed Jan 15, 2003
KGAGNE [Ken]                 at 15:46 PDT

KoDT #74 (Dec 02) features cover art by a guest artist; this page will
demonstrate a different artist each month from now on.  A pleasant and
welcome change, especially considering how cool the art this month is. :)

Average storylines in this issue's strips, and the "cliffhanger" isn't very
exciting, but probably will be to the Knights.  Let's see what happens...

 ------------
Category 4,  Topic 7  [MOVED]
Message 14         Mon Feb 17, 2003
KGAGNE [Ken]                 at 17:45 PDT

KoDT #75 (Jan 03) is a landmark issue, though nothing special celebrates it.
In fact, the cover art I lauded in the last issue is replaced here by the
usual art style.  Ah well.

I'm constantly surprised at the number of typos and other errors that make
their way to print in this publication.  They're absolutely everywhere.  On
one page, B.A. (the dungeon master) repeatedly reminds himself, "Must'nt
gloat!"  On another, a character climbs up on his "warehouse" (context
reveals he meant "warhorse").  Sigh.

FWIW, the last line of the last panel actually had me LOLing - and you'd have
to know D&D to "get" the joke.  I rarely LOL at this stuff, so good job. :)

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 15         Wed Mar 12, 2003
KGAGNE [Ken]                 at 18:16 PDT

I picked up three KoDT books in the last three weeks.

Issue #76 (Feb '03) deals a lot with two other gaming tables, the Blackhands
and Patty's Perps.  There's also an uninteresting, seven-page comic that
features the Knights not role-playing, but actually being superheroes.

KoDT Special Edition #1/3 (Feb '03) has a brief story set in an Old West RPG,
followed by a longer tale in which B.A. worries over whether or not to fudge
the dice in the players' favor.  Four pages in the back are the usual filler
text introducing readers to the characters - many of whom aren't even in this
comic.  Rather than giving readers more KoDT, it seems more like the publisher
is trying to make more money by charging $2.99 for this "extra" edition.

Blackhands #1 (Feb '03) is a single story focusing on the gamers known as the
Blackhands, as they combing RPGs with LARP (live-action role-playing) in a
Vietnam War-type setting.  Again, this is a lot of money ($2.99) for just
another 22 pages of Knights.

Stick with the monthlies, folks.

 ------------
Category 4,  Topic 7  [MOVED]
Message 16         Sat Mar 22, 2003
KGAGNE [Ken]                 at 17:24 PDT

Knights of the Dinner Table #77 (Mar 03) returns us to a storyline not seen
in the last two years, as we look behind the scenes at Hard Eight
Enterprises, the fictional company responsible for the HackMaster game so
enjoyed by the Knights.

Also, big changes in Bob's personal life; a fun, two-page story where he
plays Battleship, in his own unique way, against his niece; and more Black
Hands.

 ------------
Category 4,  Topic 7  [MOVED]
Message 17         Fri May 02, 2003
KGAGNE [Ken]                 at 11:14 PDT

Knights of the Dinner Table #78 (Apr 03) offers only one story in the current
continuum, while the rest of the strips are side stories or focus on other
gaming groups.  The backup articles, which I generally find uninteresting,
were even more so this issue.

 ------------
Category 4,  Topic 7  [MOVED]
Message 18         Fri May 30, 2003
KGAGNE [Ken]                 at 14:40 PDT

KoDT Special Edition #2/3 (April) clarified for me why Kenzer Co. is doing
this stand-alone run: it's being distributed by Diamond, which is using its
publishing might to get KoDT into markets that normally do not carry the
series.  Clever.  Still, though, a lot of the material is filler.

Even if you missed #1, #2 is readable on its own.  D.M. B.A. has picked up a
pre-fab scenario for his players to explore, but they're not interested.  Can
he get them enticed?  What will he do if he can't... or how will he exploit
them if he CAN?  Fun stuff.  Also, another occurrence of Bob playing board
games with his niece and nephew (as he did in regular series issue #77).

I still don't like shelling out extra bucks for this original material... but
it *is* good.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 19         Fri Jun 06, 2003
KGAGNE [Ken]                 at 10:50 PDT

KoDT #79 (May 03) features more of Weird Pete and the Black Hands than it does
the Knights themselves.  Not much to say on this issue, really.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 20         Thu Jun 26, 2003
KGAGNE [Ken]                 at 18:29 PDT

Knights #80 (Jun 03) begins with a rather pointless five-page story starring
Crutch down in the local bar.  After that we get a bit of the Knights, then we
switch to the Black Hands.  I'd prefer they focus on one storyline - we get so
little of each each month...

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 21         Tue Jul 08, 2003
KGAGNE [Ken]                 at 10:31 PDT

KoDT Special Edition #3/3 (June) is finally out.  (See Msg 18 in this topic
for part 2)  There's a lot of different stories here - one very interesting
one in which the players try to get their characters enslaved in order to
obtain a privilege of the ruling species - but the story running through all
three issues is also "concluded", though with consequences the editor promises
will be acknowledged in future issues of the regular run - a nice tactic to
ensure regular readers have picked up this special run as well.

Some nice stories, but altogether, still another way for the publisher to make
an extra buck.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 22         Mon Aug 18, 2003
KGAGNE [Ken]                 at 14:35 PDT

KoDT #81 (Jul 03) brings the pointless bar story from the previous issue to a
meaningful plateau with the introduction of Bob's father, whom we've
previously never seen.  BA's handling of his characters in their latest quest
is quality.  Just another issue, though - I'm running out of things to say
about this comic. :)

 ------------
Category 4,  Topic 7  [MOVED]
Message 23         Sat Sep 06, 2003
KGAGNE [Ken]                 at 17:53 PDT

KoDT #82 (Aug 03) has a cover that's a strange juxtaposition of comic and fine
art, depicting a scene of the Knights taking candy from a baby (Timmy Jackson)
- why, I can't tell.  Strange.

We do see a surprising turn of events in this issue, though.  Every try to get
a loved one to indulge in a pastime that you enjoy, but he or she does not?
Bob is about to get that very opportunity in the next issue.  Stay tuned...!

 ------------
Category 4,  Topic 7  [MOVED]
Message 24         Mon Sep 08, 2003
TCOMPTER                     at 11:24 PDT

> Every try to get  a loved one to indulge in a pastime that you
> enjoy, but he or she does not?

Sadly, I have.  Jeannie has no interest in wargaming, or in any shooting
computer gaming at all, nor in any games based on Sci Fi or Fantasy settings,
which, I'm afraid, are my favorite games.

> Bob is about to get that very
> opportunity in the next issue.  Stay tuned...!

Maybe he'll have an idea or two for me!  :)

_________
  | homas

 ------------
Category 4,  Topic 7  [MOVED]
Message 25         Mon Oct 06, 2003
KGAGNE [Ken]                 at 15:12 PDT

Knights #83 (Sep 03) has a pretty funny encounter between Bob and Crutch,
though I'm hesitant to see the results of their conference.  Also, the
situation I was looking forward to last issue - Bob and his father
role-playing together - seems to come off a bit too easily.  Bob's dad offers
only the slightest objection to playing the game, then seems to get right into
character.  Unexpected.

Also, a story with the "Black Hands" gaming group follows, which includes some
of the same players seen in the story mentioned above.  Apparently they are
not occurring simultaneously.

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 26         Mon Oct 17, 2005
KGAGNE [Ken]                 at 11:51 PDT

Issue #106 (August 2005) of "Knights of the Dinner Table" introduced a new
strip: "Celebrity Hack", wherein various fictional, non-KoDT characters sit
around a table and role-play, just like the Knigths do.  This issue's strip
had a green theme and featured Kermit the Frog, Gollum, Oscar the Grouch,
Yoda, and the Incredible Hulk playing a D&D-type game (with Kermit as DM).
The character interactions, the spilling of their characters onto the table,
and creative use of the Force made for quite an interesting gaming session!

-Ken

 ------------
Category 4,  Topic 7  [MOVED]
Message 27         Wed Oct 26, 2005
KGAGNE [Ken]                 at 19:24 PDT

Some live readings of "Knights of the Dinner Table" are now available as
podcasts:

http://www.kenzerco.com/podcasts

 ------------
 ************
Topic 8         Tue Jun 08, 2004
KGAGNE                       at 12:21 PST
Sub: Dragon

From the creators of D&D.

 1 message
 ************
 ------------
Category 4,  Topic 8
Message 1          Fri Aug 27, 2004
TCOMPTER [TheDM]             at 10:54 PDT


This magazine has been the mainstay of Dungeon Masters for many years.

My collection spans issues 43 - 205, if I remember correctly.  I can fondly
remember how anxiously I awaited each issue, knowing it would bring an hour or
two of delightful reading, and occasionally an excellent adventure to add to my
collection.  I unsubscribed a few years after moving away from my last steady
gaming group.

Anybody out there that's a current subscriber?

_________
  | homas

 ------------
Category  5 Dungeons and Dragons
 ************
Topic 1         Tue Jun 08, 2004
KGAGNE                       at 12:29 PST
Sub: General Discussion

General discussion of D&D.

 29 messages
 ************
 ------------
Category 5,  Topic 1
Message 1          Wed Jul 07, 2004
SYNDICOMM [Sheppy]           at 21:55 PDT

Is there anyplace to go to get a summary of what changed from one edition of
AD&D to another?  I'm kind of curious to see what all changed.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 5,  Topic 1
Message 2          Thu Jul 15, 2004
TCOMPTER [TheDM]             at 08:04 PDT


Sheppy asked:

> Is there anyplace to go to get a summary of
> what changed from one edition of AD&D to another?
> I'm kind of curious to see what all changed.

I've been looking for that myself, and haven't been able to find it, but from
what I understand from reading on several different websites, it is something
like this:

Original D&D -> Advanced Dungeons and Dragons (1st Edition):

Added lots of detail and lots and lots of tables. Reading the original DMG, I
get the feeling that in the early days, there was a lot of random dungeon
generation going on, either on the fly during a session, or prior to the
sessions.   Classes were separated from race.  (In the original, all dwarves
and only dwarves were thieves.  All elves were fighter magic-users, etc.)


1st Edition -> 2d Edition:

The 1st Edition rules suffered some from a lack of organization.  It was almost
as if Gary Gygax had taken all the notes he had made DMing his own Greyhawk
campaign, and threw them together into the DMG.  There are some gaps in the
rules and some conflicts, and some things that just didn't make sense.   The 2d
Edition attempted to reorganize the rules and make them more coherent and
consistent, (and also to sell some more books).  The 2d Edition also added more
detail to the "non-combat proficiencies," and folded in new material that had
been released in Dragon magazine and Unearthed Arcana, etc.  They also added
the idea of "schools" of magic, wherein an illusionist, for instance, is a
sub-class of magic-user, and one might specialize in a certain school of magic.

2d Edition -> 3d Edition:

Changed some fundamental concepts of the game, and added even more detail to
non-combat and special combat proficiencies.  AC was flip-flopped over AC 10
(the one change that I though made great sense).   There were some major play
balance issues with this version, because many of the class benefits were give
too early.    I think this is also when D&D became one of possibly many "d20"
games.

3d Edition to Version 3.5

Attempted to correct the play balance issues in the previous version.

Somewhere along the line they also introduced "meta-magic" abilities and other
special rules to enhance character abilities.  IMHO, they have gone too far in
this direction, making too many special rules and overlapping abilities, which
seem to make characters too generic.  I should caveat this by saying I've
played exactly 8 hours of 3d Edition, so I'm speaking from a position of
considerable ignorance on this topic.

I'll continue my search for a summary site, and will post here if I find one.

_________
  | homas


 ------------
Category 5,  Topic 1
Message 3          Wed Aug 04, 2004
KGAGNE [Ken]                 at 20:27 PDT

I just discovered that I am quoted in this article on "Role-Playing Games and
the Christian Right":

http://www.3rdedition.org/articles/viewer.asp?id=67

 ------------
Category 5,  Topic 1
Message 4          Wed Aug 04, 2004
KGAGNE [Ken]                 at 20:32 PDT

That article is available in French here:

http://ptgptb.free.fr/0025/panic.htm

 ------------
Category 5,  Topic 1
Message 5          Thu Aug 05, 2004
TCOMPTER [TheDM]             at 09:44 PDT

Ken said:
> I just discovered that I am quoted in this
> article on "Role-Playing Games and
> the Christian Right":

Hey!  It's good to be noticed.  :)    I thought one of his sources was
interesting reading:

http://www.thegpa.org/wotc_demo.shtml

Sort of a Gamer Demographic Study.

_________
  | homas

 ------------
Category 5,  Topic 1
Message 6          Sun Oct 17, 2004
KGAGNE [Ken]                 at 06:31 PDT

CNN.com reports on the 30th anniversary of this game:

http://www.cnn.com/2004/SHOWBIZ/10/16/dungeons.dragons.ap/index.html

 ------------
Category 5,  Topic 1
Message 7          Mon Apr 25, 2005
TCOMPTER [TheDM]             at 10:47 PDT


Appending to Message 2 in this topic:

I had 2 hours to kill in the vicinity of a Barnes and Noble store yesterday, so
I sat down with the 3rd edition Player's handbook.

What I found was a very slick glossy-page book with beautiful artwork.

As far as the rule changes, as I said before, they added "Feats" and "Skills,"
the latter of which a player can choose to improve when they "Level Up."

Now, if you caught that last reference to a term used in the computer game
"Neverwinter nights" you'll start to get a feel for the overall impression I
got about the new rules.

When you are designing a computer game, you need to specify and codify
EVERYTHING that you want to include in the game.  Much of the nitty gritty
recordkeeping can be done behind the scenes where the players don't see it.

The FEELING I got while reading the player's handbook is that they took all the
nitty gritty details that they developed to make Neverwinter Nights a great
computer game, and incorporated it into the live role-playing game.  The
result, IMHO, is a set of rules that is so complex that using them all would
make the game absolutely moribound. In this I'm referring particularly to the
combat sequence rules, with targets of opportunity and half-actions and free
actions and full-round actions, etc.

The other thing that I didn't really like about the 3rd edition rules was the
feats and skills bit, which seemed to blur the distinction between classes way
too much.   For instance, anyone can pick up a tracking skill.  So why be a
ranger?   Anyone can pick a move silently feat, so why be a thief?  It just
seemed to warp the original concept of the game a LITTLE too much for my taste.

In my spare time, I've been working through the 2d edition player's handbook as
well, and I have to say that there's not too much there that I object to.
Thankfully, they removed the Barbarian as a character class. (If anything, the
barbarian should be a different race, not a different class.)

I'm disappointed that they removed the Monk, because I've always liked that
character class, though the original rules made them almost impossible to keep
alive.

I actually kind of liked the idea of different schools of magic, and had even
been toying with that idea in one of my previous campaigns.

(I've also thought that the same should be true of clerics as well.  Clerics
worshipping a god of healing, for instance, should be better at casting healing
spells than those worshipping the god of war, for instance.)

Anyway, there are some rather random thoughts.

_________
  | homas


 ------------
Category 5,  Topic 1
Message 8          Mon Apr 25, 2005
SYNDICOMM [Sheppy]           at 19:23 PDT

Of course, one of the things that's common in D&D is game groups that tweak the
rules a bit to simplify things for their own needs.

Still, the 3rd edition rules do sound like too much work for real gameplay.

However, I do see an advantage to the notion of skills.  They can improve your
ability to customize your character.  If you're a thief, but you want to focus
more on finding and disabling traps than picking locks, you can do so.  That
lets you feel more "into" your character than a generic thieving skill set can.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 5,  Topic 1
Message 9          Tue Apr 26, 2005
TCOMPTER [TheDM]             at 07:24 PDT

> However, I do see an advantage to the notion of skills.
> They can improve your ability to customize your character.
> If you're a thief, but you want to focus more on finding and
> disabling traps than picking locks, you can do so.
> That lets you feel more "into" your character than a generic
> thieving skill set can.

That's a good point, and one I hadn't really thought too much on, although I
have considered the idea of a system whereby the skills USED in an adventure
would be enhanced more than the skills NOT used, but that could lead to serious
disagreement between players and DM's, and sort of goes against the
(reasonable) notion that characters _practice_ their skills _between_
adventures, (after all, you're supposed to pay for training between levels,
another rule I've mostly ignored in this campaign) so that they are competent
when they _GO_ on adventures.  Let me look further into that, and maybe we can
add a little customizability into the game.  That sort of goes along with the
notion of schools of magic, where spellcasters can concentrate on certain
disciplines, at the expense of others.


____  ____         _ _
.||he _||_)ungeon //\/\aster


 ------------
Category 5,  Topic 1
Message 10         Tue Apr 26, 2005
KGAGNE [Ken]                 at 08:56 PDT

Sheppy,

> If you're a thief, but you want to focus more on finding and disabling traps
> than picking locks, you can do so.

I haven't played D&D in years, but when last I did, it was with a thief
character.  Isn't each thieving skill distinct with its own percentage chance
of success, which can be personalized with each level advancement, even in 2nd
edition AD&D?

-Ken

 ------------
Category 5,  Topic 1
Message 11         Tue Apr 26, 2005
SYNDICOMM [Sheppy]           at 22:02 PDT

Kelvin -- not sure about the 2nd edition rules, really, so I don't know for
sure how much customization is possible there.

One thing I enjoyed was a game system I was involved in a few years back -- the
GM had customized the rules to a game universe he liked, but whose rules he
disliked, and he came up with a very nice set of rules (he's a professional
game designer).

One thing I particularly liked was how skills were upgraded.

You only improved your skills by using them.  If you wanted to practice, you
had to expressly find opportunities to do so as you played.

For example, my character started with a mild propensity toward some form of
psychic ability, but was actually a desk jockey with some weapons training from
a previous military stint a few years earlier.

He would try to sense the emotional state of just about everyone he met, even
if there was no inherent need to do so, just to get practice.

After each adventure, the GM would tally up how many skill points each player
had gained in whatever skills they made use of during that adventure, and the
player would add them to their player's chart.

That was a great deal of fun -- it turned evolving your character into a direct
part of playing the adventure.  The choices you made in how to solve problems
directly affected the evolution of your character's abilities.

I enjoyed that immensely.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 5,  Topic 1
Message 12         Wed Apr 27, 2005
TCOMPTER [TheDM]             at 09:08 PDT


> After each adventure, the GM would tally up how many skill points
> each player had gained in whatever skills they made use of during that
> adventure, and the player would add them to their player's chart.

> That was a great deal of fun -- it turned evolving your character
> into a direct part of playing the adventure.  The choices you made
> in how to solve problems directly affected the evolution of your
> character's abilities.

That sounds like an intriguing idea, but what a recordkeeping nightmare for the
DM!

Hmm, maybe I should dole out x.p. in proportion to how many words / actions
each  _character_ says / does during the course of an adventure.  That would at
least be somewhat automateable. :)

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 5,  Topic 1
Message 13         Wed Apr 27, 2005
TCOMPTER [TheDM]             at 11:46 PDT


Ken asked:
> Isn't each thieving skill distinct with its own percentage
> chance of success, which can be personalized with each level
> advancement,

Yes, Ken, in 2d edition, that's true.  From the 2d Edition PH:

To determine the initial value of each skill, start with the base scores listed
on Table 26. To these base scores, add (or subtract) any appropriate modifiers
for race, Dexterity, and armor worn (given on Tables 27, 28 and 29,
respectively).

The scores arrived at in the preceding paragraph do not reflect the effort a
thief has spent honing his skills. To simulate this extra training, all thieves
at 1st level receive 60 discretionary percentage points that they can add to
their base scores. No more than 30 points can be assigned to any single skill.
Other than this restriction, the player can distribute the points however he
wants.

Each time the thief rises a level in experience, the player receives another 30
points to distribute. No more than 15 points per level can be assigned to a
single skill, and no skill can be raised above 95 percent, including all
adjustments for Dexterity, race, and armor. As an option, the DM can rule that
some portion of the points earned must be applied to skills used during the
course of the adventure.


Not a bad system, though I would say I like the optional bit about using what
the character used on the adventure as a basis for how to distribute.  Maybe
half and half is the way to go.  Half based on what was used, and half based on
player choice.

How would that sort of thing apply to other character classes?   I could see
something in Ranger skills perhaps, but do other classes have distinct skills
that improve as they increase in level?

Maybe that should be the case with the racial skills too.  Dwarves detecting
slope and depth underground, and elven magic resistance could be tied to level
advancement too, I suppose, though the latter isn't really a skill, but an
inherent ability.


____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 5,  Topic 1
Message 14         Wed Apr 27, 2005
KGAGNE [Ken]                 at 17:31 PDT

In issue 143 (March 2005) of the monthly magazine "Game Informer", the column
"Classic GI" (page 148) features an interview with Dave Arneson, co-creator of
D&D.  In this article, Arneson discusses the history of D&D, its evolution
into and influence on computer games, and the future of both media.

 ------------
Category 5,  Topic 1
Message 15         Wed Apr 27, 2005
SYNDICOMM [Sheppy]           at 19:35 PDT

>>>That sounds like an intriguing idea, but what a recordkeeping nightmare for
the DM!

It wasn't really that bad.  He didn't have a formal system per se, just kept
notes on roughly how much various skills were used and assigned points.  There
was a certain number of skill points per character assigned based on the number
of experience points achieved, and the GM would divide them up based upon what
skills were used.

Say we got 600 XP for a mission completed.  That might correspond to 3 skill
points.  If my character used the human empathy skill a lot, and used his
computer hacking skill somewhat less, and other skills much less than that, the
GM might decide to give two of those points to the human empathy skill and one
to computer hacking.

It worked well because players would tend to carefully make their decisions
based on (a) what would get the job done, and (b) what would get skill points
assigned where they wanted them.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 5,  Topic 1
Message 16         Mon Aug 01, 2005
TCOMPTER [TheDM]             at 11:49 PDT


I finally found it.  Wikipedia to the rescue!

Sheppy asked up-topic for a history of the differences between the editions,
and the Wikipedia provides a concise, if not thorough answer on these pages:


http://en.wikipedia.org/wiki/Dungeons_%26_Dragons

http://en.wikipedia.org/wiki/Differences_between_editions_of_Dungeons_%26_Drago
ns


_________
  | homas

 ------------
Category 5,  Topic 1
Message 17         Sun Dec 04, 2005
KGAGNE [Ken]                 at 05:45 PDT

Take a free online course that introduces you to D&D:

http://educate.barnesandnoble.com/educate/bn/home/catalog/overview.jsp?productI
d=50689

 ------------
Category 5,  Topic 1
Message 18         Sun Dec 25, 2005
KGAGNE [Ken]                 at 18:07 PDT

All 27 episodes of the "Dungeons & Dragons" cartoon may be headed to DVD in
2006:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=4760

 ------------
Category 5,  Topic 1
Message 19         Sun Jan 29, 2006
KGAGNE [Ken]                 at 14:20 PDT

View this mockumentary on D&D players, entitled "Fear of Girls":

http://video.google.com/videoplay?docid=7521044027821122670

 ------------
Category 5,  Topic 1
Message 20         Wed Mar 29, 2006
KGAGNE [Ken]                 at 03:16 PDT

Dungeons & Dragons... for Dummies!

http://www.amazon.com/gp/product/0764584596/qid=1143630551/

 ------------
Category 5,  Topic 1  [MOVED]
Message 21         Wed Jul 19, 2006
KGAGNE [Ken]                 at 08:38 PDT

Here, finally, is the OFFICIAL press release regarding the November 7th
release of all 27 episodes of the "Dungeons & Dragons" cartoon on DVD:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=6079

 ------------
Category 5,  Topic 1
Message 22         Wed Jul 19, 2006
KGAGNE [Ken]                 at 09:26 PDT

Look for an animated Dragonlance movie, based on our favorite classic
characters from that world, and voiced by actors such as Kiefer Sutherland,
Michelle Trachtenberg, and Lucy Lawless:

http://games.slashdot.org/article.pl?sid=06/07/16/2054233&from=rss

 ------------
Category 5,  Topic 1
Message 23         Thu Jul 20, 2006
TCOMPTER [TheDM]             at 14:03 PDT


> Here, finally, is the OFFICIAL press release regarding the November 7th
> release of all 27 episodes of the "Dungeons & Dragons" cartoon on DVD:

Heh, you know, I've never seen any of those shows, though I had heard that they
existed.   Probably because I spent the '80s in Germany. :)

I wonder if they'll be available on Netflix.

You know, I heard somewhere that there was actually a sequel shot to the D&D
movie (the one with Jeremy Irons and that Wayans guy).  Anyone one how to get
ahold of that?

_________
  | homas


 ------------
Category 5,  Topic 1
Message 24         Mon Jul 24, 2006
SCHNORENBERG [Roger]         at 13:17 PDT

> You know, I heard somewhere that there was actually a sequel shot to the D&D
> movie (the one with Jeremy Irons and that Wayans guy).  Anyone one how to get
> ahold of that?

This is Amazon.com's Listing for the second movie:

http://tinyurl.com/p88wc

Roger
 ------------
Category 5,  Topic 1
Message 25         Fri Jul 28, 2006
KGAGNE [Ken]                 at 08:27 PDT

Roger,

Thanks for that link.  I'd heard that a sequel was in the works; I had no idea
it had been released.

The first film was so bad, IMHO, I'm surprised they did a sequel.  But the
sequel must've been direct-to-video, and has a better rating (5.1/10) on the
IMDb than the original (3.7/10).

Meanwhile, I was at Wal-Mart and picked up "Mazes & Monsters" on DVD for $4. :)

-Ken

 ------------
Category 5,  Topic 1
Message 26         Tue Aug 01, 2006
TCOMPTER [TheDM]             at 13:15 PDT


> The first film was so bad, IMHO, I'm surprised they did a sequel.

I didn't think the first film was so bad as a generic fantasy film.  My only
objection is that it had nothing to do with (the game) D&D.

To do a GOOD D&D film, IMHO, they need to make the timespan of the film in
years, so that you could see some "character development".

That said, I thought the special effects were pretty good.

_________
  | homas

 ------------
Category 5,  Topic 1
Message 27         Sat Aug 05, 2006
KGAGNE [Ken]                 at 18:10 PDT

Thomas,

Both movies are available in a DVD in this affordable bundle:

http://www.deepdiscountdvd.com/dvd.cfm?itemid=WBD074639&promotion=y

-Ken

 ------------
Category 5,  Topic 1
Message 28         Sun Aug 06, 2006
SCHNORENBERG [Roger]         at 17:36 PDT

I just picked up the sequel at Wal*Mart for $13.72.  It was an impulse buy, but
it turns out to be cheaper than Amazon.com.

Roger


 ------------
Category 5,  Topic 1
Message 29         Tue Sep 05, 2006
KGAGNE [Ken]                 at 05:26 PDT

An animated version of "Dragons of Autumn Twilight" is in the works:

http://www.dragonlance-movie.com/movie/

http://www.imdb.com/title/tt0825245/

 ------------
 ************
Topic 2         Tue Jun 08, 2004
KGAGNE                       at 12:29 PST
Sub: Original D&D Rules

The original installment of this classic system.

 3 messages
 ************
 ------------
Category 5,  Topic 2
Message 1          Wed Jul 07, 2004
SYNDICOMM [Sheppy]           at 21:56 PDT

Is the original D&D still available?  We played this a little when I was a kid,
and I seem to remember it's a good bit easier to play.  Seems like it would be
a good intro to newcomers.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 5,  Topic 2
Message 2          Thu Jul 15, 2004
TCOMPTER [TheDM]             at 07:36 PDT

Sheppy Asked:

> Is the original D&D still available?

Not new, to my knowledge.  In fact, the third edition is just called Dungeons
and Dragons, (not Advanced Dungeons and Dragons), indicating that the two games
were re-merged.  I'm not sure if that was before or after the second edition.

> We played this a little when I was a kid,
> and I seem to remember it's a good bit easier to play.

It is simpler, and more open-ended.  I think they left a lot up to the DM's
discretion.  It also has more of a "High Fantasy" feel to it, although I'm not
sure I could explain exactly what I mean by that. :)


> Seems like it would be a good intro to newcomers.

Wizards of the Coast publishes special introductory modules which are entirely
self contained; they have enough rules included for a new DM to run the game,
and pre-rolled characters.  (In fact, the first module we played here in the
Mercia campaign was one such module.)

It has always been MY belief that new players shouldn't have to understand all
the rules, and if they understand the concepts of the ability scores, armor
class and hit points, that should be enough for several sessions of play.  As
they play more, they'll learn by experience the other game mechanics, and "best
dungeoneering practices."

The later editions, it seems to me, have tried to codify too much of the things
that DMs could "wing" if necessary, which leads to more "roll-playing" than
"role-playing."   But that's just my opinion.  :)

_________
  | homas



 ------------
Category 5,  Topic 2
Message 3          Sat Jul 31, 2004
KGAGNE [Ken]                 at 19:37 PDT

There were times after the release of AD&D 2nd Edition when the original D&D
was repackaged and sold as an introductory product.  There was also a board
game - don't remember what it was called, maybe "Dragon's Quest" - that used
D&D rules - again, as an introductory method to the real thing.

-Ken

 ------------
 ************
Topic 3         Tue Jun 08, 2004
KGAGNE                       at 12:29 PST
Sub: Advanced D&D, 1st Edition

The "original" AD&D.

 2 messages
 ************
 ------------
Category 5,  Topic 3
Message 1          Wed Jul 07, 2004
SYNDICOMM [Sheppy]           at 21:57 PDT

Where is that site that sells PDFs of AD&D First Edition handbooks?  I can't
remember.  I bought the PH and DMG, but am curious about possibly picking up a
couple of others.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 5,  Topic 3
Message 2          Thu Jul 15, 2004
TCOMPTER [TheDM]             at 07:38 PDT

Sheppy asked:
> Where is that site that sells PDFs of AD&D First Edition handbooks?

svgames.com


_________
  | homas

 ------------
 ************
Topic 5         Tue Jun 08, 2004
KGAGNE                       at 12:30 PST
Sub: D&D, 3rd Edition

The latest D&D (no more "Advanced"), both the third edition and edition 3.5.

 2 messages
 ************
 ------------
Category 5,  Topic 5
Message 1          Fri Jun 16, 2006
KGAGNE [Ken]                 at 09:17 PDT

From <http://games.slashdot.org/article.pl?sid=06/06/16/1219203&from=rss>:

"DriveThruRPG has just announced that it will be selling all of WotC's 3.5
Edition D&D products in e-book format - over 90 books. Wizards has elected not
to make the three core rulebooks for Dungeons & Dragons available as eBooks at
this time, but almost every other current Dungeons & Dragons title will be
available from DriveThruRPG. New titles are scheduled to release one each
weekday on DriveThruRPG: Some of the titles to be released first include: Book
of Vile Darkness, Heroes of Horror, Arms and Equipment Guide, d20 Apocalypse,
Champions of Ruin, Complete Arcane, Unearthed Arcana, Masters of the Wild and
Book of Challenges. The books are still full price and are DRM protected."

 ------------
Category 5,  Topic 5
Message 2          Fri Jun 16, 2006
TCOMPTER [TheDM]             at 13:23 PDT


I wonder what form the DRM will take.  For that matter, I wonder what format
they will use.  (PDF?)

I have all the 2d edition in eformat, because I bought their (TSR's) 2d Edition
compendium on CD.  Even though that didn't officially support the Mac, most of
the actual books were in PDF or RTF Format.

Of course, since I'm not associated with any 3rd edition campaigns at the
moment (other than NWN) I probably won't have a need for those anyway.    :)

__________
  | homas
 ------------
Category  6 Other Fantasy RPGs
 ************
Topic 2         Tue Jun 08, 2004
KGAGNE                       at 12:31 PST
Sub: d20 Rule System

The popular, licensed d20 rule system.

 1 message
 ************
 ------------
Category 6,  Topic 2
Message 1          Sat Aug 14, 2004
KGAGNE [Ken]                 at 06:47 PDT

A d20 character generator for Macintosh is available at this URL:

http://www.versiontracker.com/dyn/moreinfo/macosx/12096

 ------------
Category  8 Computer RPGs
 ************
Topic 1         Tue Jun 08, 2004
KGAGNE                       at 12:44 PST
Sub: General Discussion

General discussion of offline computer games.

 1 message
 ************
 ------------
Category 8,  Topic 1  [MOVED]
Message 1          Wed Sep 06, 2006
KGAGNE [Ken]                 at 13:39 PDT

According to online reports, baseball legend and avid MMO fan Curt Schilling
is forming a new Boston-based video game company, Green Monster Games, with
Spawn creator Todd McFarlane and noted sci-fi/fantasy author R.A. Salvatore,
to create what it describes as "industry-changing games".

Story continues at http://www.gamasutra.com/php-bin/news_index.php?story=10735

 ------------
 ************
Topic 2         Tue Jun 08, 2004
KGAGNE                       at 12:44 PST
Sub: Icewind Dale

Explore the frozen Forgotten Realms.

 2 messages
 ************
 ------------
Category 8,  Topic 2
Message 1          Tue Apr 11, 2006
TCOMPTER [TheDM]             at 10:51 PDT


Well, after about 5 years of trying, I finally finished IceWind Dale.  I must
say, this was a good game, as far as being true to the D&D rules and feel.  I
really liked the fact that you controlled a whole, balanced party.  I _didn't_
like the fact that you were trapped in a fixed perspective, but I can forgive
that.

That last boss was tough to beat, until I realized that the key was to keep
moving.  The Iron Golems would IMMEDIATELY pummel my magic-user, until it
occurred to me (on, like, my 8th attempt) that she was faster on her feet than
they were, so I finally started running her around the outside of the room, and
they would ponderously follow her.  When she'd get far enough away, she'd turn
and launch a lightning bolt at them, which slowed them down a bit more.
Meanwhile the other guys could hammer on the big guy.

_________
  | homas
 ------------
Category 8,  Topic 2
Message 2          Wed Apr 19, 2006
SYNDICOMM [Sheppy]           at 08:29 PDT

Icewind Dale is pretty good.  I never finished it, though.  The low quality (by
today's standards) of the graphics got on my nerves after a while. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
 ************
Topic 6         Tue Jun 08, 2004
KGAGNE                       at 12:45 PST
Sub: Dungeon Siege



 16 messages
 ************
 ------------
Category 8,  Topic 6
Message 1          Sat Aug 28, 2004
SYNDICOMM [Sheppy]           at 19:22 PDT

Anybody else play any Dungeon Siege?  This started out a lot of fun but got a
little tedious over time, to me...

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 6
Message 2          Mon Aug 30, 2004
TCOMPTER [TheDM]             at 08:23 PDT


> Anybody else play any Dungeon Siege?

Not yet.  I'm waiting until a) I'm done with ICEWIND DALE, and b) it hits the
discount rack.

> This started out a lot of fun but got a
> little tedious over time, to me...

How so?  Slow plot?  Repetitious Combat?

_________
  | homas


 ------------
Category 8,  Topic 6
Message 3          Tue Aug 31, 2004
SYNDICOMM [Sheppy]           at 18:32 PDT

Dungeon Siege's easy combat tends to get repetetive eventually, and there's not
enough plot to make up for it.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 8,  Topic 6
Message 4          Mon Sep 06, 2004
KGAGNE [Ken]                 at 17:09 PDT

As mentioned in the Mac RT, the rights to a Dungeon Siege movie have been
purchased.

Penny Arcade is not optimistic:

http://www.penny-arcade.com/dl/2-25-04.jpg

 ------------
Category 8,  Topic 6
Message 5          Wed Sep 15, 2004
SYNDICOMM [Sheppy]           at 18:09 PDT

Ugh... what a terrible game to try to turn into a movie.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 8,  Topic 6
Message 6          Thu Jun 23, 2005
KGAGNE [Ken]                 at 11:26 PDT

TONY CHING SIGNS ON AS ACTION CHOREOGRAPHER FOR UWE BOLL'S DUNGEON SIEGE

Latest Boll KG/Brightlight Film Based On Popular Video Game Goes Before
Cameras July 3 in Vancouver

Vancouver, British Columbia (June 23, 2005) - Renowned action director and
choreographer Tony Ching--best known for his work on House of Flying Daggers
and Hero--has signed on to helm the action sequences for director, executive
producer Uwe Boll's Dungeon Siege, it was announced today by producer Shawn
Williamson of Brightlight Pictures.

Based on the wildly popular video game by Gas Powered Games, Dungeon Siege
will be directed by Uwe Boll from a screenplay by Doug Taylor, David S.
Freeman and Glenn Benest. The film is executive produced by Boll KG's Uwe
Boll (BloodRayne, Alone in the Dark) and Wolfgang Herold (BloodRayne, Alone
in the Dark). Brightlight Pictures' Shawn Williamson (White Noise, Edison)
and Daniel Clarke (The Long Weekend) will serve as producers. Shan Tam
(Rumble in the Bronx) will serve as line producer. The behind-the-scenes team
will be led by director of photography Mathias Neumann (BloodRayne, Alone in
the Dark), production designer Jim Steuart (The Long Weekend, Scary Movie 3),
costume designers Carla Hetland (The Butterfly Effect, Unforgiven) and Toni
Rutter (Man of the House), and editor David M. Richardson (House of the
Dead). The producers will announce principal cast shortly.

Mining the game's rich action to weave a classic fable of sword and sorcery,
the story begins when Farmer's wife, Solana, takes their only son to town to
sell their harvest, and are attacked by Krugs, ferocious animal-warriors
controlled by the evil magus, Gallian. In the battle, their son is killed and
Solana is kidnapped. Farmer arrives too late to save her. Consumed with
revenge but holding onto the hope that she may be still alive, Farmer sets
out with his old friend, Norick, to find her. What he doesn't realize is that
his very world is being threatened by Gallian who wants to overthrow the
ruling leader, King Konreid. Farmer must ally himself with Merick, the only
other surviving magus, and take part in a war to end Gallian's domination and
destruction as the King's traitorous nephew, Duke Fallow, commits treason and
launches a coup. Only when Farmer, orphaned as a child, gets close to saving
his wife is he told that he not just an ordinary man but the son of the King
and heir to the throne, and must choose between loyalty to his family and the
duty of prince.

I'm excited to have Tony and his team choreographing the action in my movie
in not a typical Hollywood kind of way," stated Uwe Boll. "We've developed
action sequences never seen before."

Shawn Williamson added, "We are thrilled to be working with Tony Ching. His
action sequences are state-of-the-art and will be a tremendous addition to
the film."

Gas Powered Games was founded in May 1998 by Chris Taylor, creator of the
award-winning Total Annihilation(tm). Located in the Pacific Northwest, GPG
is a short distance from Seattle, Washington. GPG is devoted to creating
immersive, state-of-the-art games that push the boundaries of video game
entertainment. The company's first project, Dungeon Siege was released in
April 2002, with the sequel, Dungeon Siege II to be released in August.
Dungeon Siege the movie is currently in pre-production with filming due to
start this summer. Check www.gaspowered.com for more information on all Gas
Powered Games projects.

Uwe Boll has had a tremendously successful career as a director, writer and
producer. His films-all based on video game properties, include BloodRayne,
Alone in the Dark, and House of the Dead.

A feature film and television production company based in Vancouver, BC,
Brightlight develops, finances and produces independent feature films and
television projects for the domestic and international marketplace. Company
principals and producers, Stephen Hegyes and Shawn Williamson, have produced
over 55 productions in the last 12 years and over and over 15 productions
since the launch of the company in 2001. Projects include Bruce Sweeney's
Last Wedding which opened the 2001 Toronto International Film Festival and
starred Molly Parker and The Long Weekend a Canada/UK co-production between
Brightlight Pictures and Gold Circle Films UK starring Chris Klein and
Brendan Fehr. Also in partnership with Gold Circle Films UK, Brightlight
Pictures produced Jiminy Glick in LaLa Wood, starring Martin Short. The film
was chosen for the closing night gala event. Brightlight Pictures Line
Produced Edison for Millennium Filmsa and Emmett Furla Films starring Kevin
Spacey, Morgan Freeman, LL Cool J and Justin Timberlake. Brightlight Pictures
also produced BloodRayne starring Kristanna Loken, Sir Ben Kingsley, Matt
Davis, Michelle Rodriguez and Michael Madsen which shot in Romania.
Brightlight Brightlight Pictures produced Whisper in partnership with Gold
Circle Films starring Josh Holloway, Joel Edgerton, Dule Hill.

# # #

 ------------
Category 8,  Topic 6  [MOVED]
Message 7          Sun May 15, 2005
KGAGNE [Ken]                 at 15:04 PDT

View the unofficial web site of this film's director:

http://www.uweboll.com/

Heh. :)

 ------------
Category 8,  Topic 6
Message 8          Thu Jun 23, 2005
SYNDICOMM [Sheppy]           at 18:56 PDT

I still don't get doing a movie of this game. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 8,  Topic 6
Message 9          Thu Jun 30, 2005
KGAGNE [Ken]                 at 19:10 PDT

IT'S FARMER DAYS FOR JASON STATHAM AS Dungeon siege COMPLETES CASTING

LeeLee Sobieski; Ron Pearlman; John Rhys-Davies; Matthew Lillard; Kristanna
Loken; and Burt Reynolds Round Out Cast of Magical, Classic Tale of Good vs.
Evil; Shooting Begins July 3 in Vancouver

Vancouver, British Columbia (June 30, 2005) - casting has all but completed
on director, executive producer Uwe Boll's video game-derived sword and
sorcery epic Dungeon Siege, Producer Shawn Williamson of Brightlight Pictures
announced today.

Based on the popular video game of the same name, Dungeon Siege follows the
hard life of lowly Farmer on a mighty mission to save his wife and child. An
unspeakably evil army is rampaging across the land, destroying everything in
its path and focusing on conquering the mighty Castle Ehb, and vanquishing
the King himself. This evil army threatens an otherwise ideal world of peace.
Dungeon Siege is a passionate epic adventure, a solid heart at its core and
story line that reveals more information and adventure with each passing
minute.

Jason Stathman (Cellular; Collateral; The Italian Job) is Farmer (yes, that's
his name), our hero. Ron Pearlman (Hellboy; The City of Lost Children;
Alien:Resurrection) plays Norick, an old friend of Farmer's and his stalwart
companion. Matthew Lillard (Without a Paddle/Wicker Park/Scooby Doo and
Scooby Doo Too) plays Duke Fallow, the nephew of King Konreid, Burt Reynolds
(The Longest Yard; Boogie Nights; Deliverance). John Rhys-Davies (The Game of
Their Lives; The Princess Diaries 2; The Lord of The Rings Trilogy and his
unforgettable role in Raiders of the Lost Ark) is the Merrick, the Magus, the
court sorcerer. Leelee Sobieski (The Glass House; Max; The Idol) is Muriella,
Merrick's daughter; Gallian is trying to sap her inbred magic by pursuing
her. Kristanna Loken (BloodRayne; Terminator 3) is Elora (the Whip Woman), an
enchanted tree-like creature whose support proves critical to Farmer in the
end.

"We're fortunate to have such a depth AND breadth of talent on this picture,"
says Boll. "So many faces with great experience, talent and audience appeal.
This picture's going to be a superb showcase for their talents."

"We are excited about the tremendous cast members who have chosen to join us
this summer in shooting Dungeon Siege," added Williamson. "We are confident
that they will bring the magic of this story to life."

With all this firepower, there are some choice parts remaining to be cast:
Gallian, the antagonist, is a former Magus turned bad and has enlisted the
Krug using magic to gain power. Duke Fallow has partnered with him. In
exchange, Gallian would be future Magus when Duke takes over as King. Solana,
Farmer's wife; Zeph , Farmer's son who is killed early in the story; Bastian,
Farmer's brother-in-law and Solana's brother; and Commander Tarish, who gives
all of the military orders for the King.

Based on Gas Powered Games' wildly popular game, Dungeon Siege is directed by
Uwe Boll from a screenplay by Doug Taylor, David S. Freeman and Glenn Benest.
The film is executive produced by Boll KG's Uwe Boll (BloodRayne, Alone in
the Dark) and Wolfgang Herold (BloodRayne, Alone in the Dark). Brightlight
Pictures' Shawn Williamson (White Noise, Edison) and Daniel Clarke (The Long
Weekend) will serve as producers. Shan Tam (Rumble in the Bronx) will serve
as line producer. The behind-the-scenes team will be led by director of
photography Mathias Neumann (BloodRayne, Alone in the Dark), production
designer Jim Steuart (The Long Weekend, Scary Movie 3), costume designers
Carla Hetland (The Butterfly Effect, Unforgiven) and Toni Rutter (Man of the
House), and editor David M. Richardson (House of the Dead). Tony Ching--best
known for his work on House of Flying Daggers and Hero--just signed on to
helm the film's action sequences.

Gas Powered Games was founded in May 1998 by Chris Taylor, creator of the
award-winning Total Annihilation(tm). Located in the Pacific Northwest, GPG
is a short distance from Seattle, Washington. GPG is devoted to creating
immersive, state-of-the-art games that push the boundaries of video game
entertainment. The company's first project, Dungeon Siege was released in
April 2002, with the sequel, Dungeon Siege II to be released in August.
Dungeon Siege the movie is currently in pre-production with filming due to
start this summer. Check www.gaspowered.com for more information on all Gas
Powered Games projects.

Uwe Boll has had a tremendously successful career as a director, writer and
producer. His films-all based on video game properties, include BloodRayne,
Alone in the Dark, and House of the Dead.

A feature film and television production company based in Vancouver, BC,
Brightlight develops, finances and produces independent feature films and
television projects for the domestic and international marketplace. Company
principals and producers, Stephen Hegyes and Shawn Williamson, have produced
over 55 productions in the last 12 years and over and over 15 productions
since the launch of the company in 2001. Projects include Bruce Sweeney's
Last Wedding which opened the 2001 Toronto International Film Festival and
starred Molly Parker and The Long Weekend a Canada/UK co-production between
Brightlight Pictures and Gold Circle Films UK starring Chris Klein and
Brendan Fehr. Also in partnership with Gold Cirle Films UK, Brightlight
Pictures produced Jiminy Glick in LaLa Wood, starring Martin Short. The film
was chosen for the closing night gala event. Brightlight Pictures Line
Produced Edison for Millennium Filmsa and Emmett Furla Films starring Kevin
Spacey, Morgan Freeman, LL Cool J and Justin Timberlake. Brightlight Pictures
also produced BloodRayne starring Kristanna Loken, Sir Ben Kingsley, Matt
Davis, Michelle Rodriguez and Michael Madsen which shot in Romania.
Brightlight Brightlight Pictures produced Whisper in partnership with Gold
Circle Films starring Josh Holloway, Joel Edgerton, Dule Hill.

# # #

 ------------
Category 8,  Topic 6  [MOVED]
Message 10         Wed Jul 20, 2005
KGAGNE [Ken]                 at 12:54 PDT

RAY LIOTTA ROUNDS OUT CAST OF UWE BOLL's Dungeon siege

Will Sanderson, Brian J. White, Eva Padberg Also Join Cast in the Magical,
Classic Tale of Good vs. Evil; Shooting Began July 3 in Vancouver

Vancouver, British Columbia (July 19, 2005) - Ray Liotta, Will Sanderson,
Brian J. White and Eva Padberg have joined the cast of director, executive
producer Uwe Boll's video game-derived sword and sorcery epic Dungeon Siege,
Producer Shawn Williamson of Brightlight Pictures announced today.

Based on the popular video game of the same name, Dungeon Siege follows the
hard life of lowly Farmer on a mighty mission to save his wife and child. An
unspeakably evil army led by Gallian is rampaging across the land, destroying
everything in its path and focusing on conquering the mighty Castle Ehb, and
vanquishing the King himself. This evil army threatens an otherwise ideal
world of peace. Dungeon Siege is a passionate epic adventure, a solid heart
at its core and story line that reveals more information and adventure with
each passing minute.

Ray Liotta (Narc, Blow, Goodfellas) plays Gallian, the antagonist, a former
Magus turned bad who has enlisted the Krug using magic to gain power. Duke
Fallow has partnered with him. In exchange, Gallian would be future Magus
when Duke takes over as King. Will Sanderson (Bloodrayne, Alone in the Dark)
plays Bastian, Farmer's brother-in-law and Solana's brother. Brian J. White
("Second Time Around," Mr. 3000) plays Commander Tarish, who gives all of the
military orders for the King. German Super Model Eva Padberg is Julia,
Murielle's handmaiden.

As previously announced, Jason Statham (Cellular, Collateral, The Italian
Job) is Farmer (yes, that's his name), our hero. Leelee Sobieski (The Glass
House, Max, The Idol) is Muriella, Merrick's daughter; Gallian is trying to
sap her inbred magic by pursuing her. Ron Perlman (Hellboy, The City of Lost
Children, Alien:Resurrection) plays Norick, an old friend of Farmer's and his
stalwart companion. John Rhys-Davies (The Game of Their Lives, The Princess
Diaries 2, The Lord of The Rings Trilogy and his unforgettable role in
Raiders of the Lost Ark) is Merrick, the Magus, the court sorcerer. Matthew
Lillard (Without a Paddle, Wicker Park, Scooby Doo and Scooby Doo 2) plays
Duke Fallow, the nephew of King Konreid. Kristanna Loken (BloodRayne,
Terminator 3) is Elora (the Whip Woman), an enchanted tree-like creature
whose support proves critical to Farmer in the end. Burt Reynolds (The Dukes
of Hazzard, Boogie Nights, Deliverance) is King Konreid.

"Ray is one of my favorite actors and I'm really proud that he liked the
script so much that this is his first time doing a fantasy period piece,"
says Boll.

"We are thrilled to have Ray Liotta joining the cast of Dungeon Siege. He is
an extremely versatile actor and we know he will make a wonderful addition to
our incredibly strong cast and script," stated Shawn Williamson.

Based on Gas Powered Games' wildly popular game, Dungeon Siege is directed by
Uwe Boll from a screenplay by Doug Taylor, David S. Freeman and Glenn Benest.
The film is executive produced by Boll KG's Uwe Boll (BloodRayne, Alone in
the Dark) and Wolfgang Herold (BloodRayne, Alone in the Dark). Brightlight
Pictures' Shawn Williamson (White Noise, Edison) and Daniel Clarke (The Long
Weekend) will serve as producers. Shan Tam (Rumble in the Bronx) will serve
as line producer. The behind-the-scenes team will be led by director of
photography Mathias Neumann (BloodRayne, Alone in the Dark), production
designer Jim Steuart (The Long Weekend, Scary Movie 3), costume designers
Carla Hetland (The Butterfly Effect, Unforgiven) and Toni Rutter (Man of the
House), and editor David M. Richardson (House of the Dead). Tony Ching--best
known for his work on House of Flying Daggers and Hero--just signed on to
helm the film's action sequences.

Gas Powered Games was founded in May 1998 by Chris Taylor, creator of the
award-winning Total Annihilation(TM). Located in the Pacific Northwest, GPG
is a short distance from Seattle, Washington. GPG is devoted to creating
immersive, state-of-the-art games that push the boundaries of video game
entertainment. The company's first project, Dungeon Siege was released in
April 2002, with the sequel, Dungeon Siege II to be released in August.
Dungeon Siege the movie is currently in pre-production with filming due to
start this summer. Check www.gaspowered.com for more information on all Gas
Powered Games projects.

Uwe Boll has had a tremendously successful career as a director, writer and
producer. His films--all based on video game properties, include BloodRayne,
Alone in the Dark, and House of the Dead.

A feature film and television production company based in Vancouver, BC,
Brightlight develops, finances and produces independent feature films and
television projects for the domestic and international marketplace. Company
principals and producers, Stephen Hegyes and Shawn Williamson, have produced
over 55 productions in the last 12 years and over and over 15 productions
since the launch of the company in 2001. Projects include Bruce Sweeney's
Last Wedding which opened the 2001 Toronto International Film Festival and
starred Molly Parker and The Long Weekend a Canada/UK co-production between
Brightlight Pictures and Gold Circle Films UK starring Chris Klein and
Brendan Fehr. Also in partnership with Gold Cirle Films UK, Brightlight
Pictures produced Jiminy Glick in LaLa Wood, starring Martin Short. The film
was chosen for the closing night gala event. Brightlight Pictures Line
Produced Edison for Millennium Filmsa and Emmett Furla Films starring Kevin
Spacey, Morgan Freeman, LL Cool J and Justin Timberlake. Brightlight Pictures
also produced BloodRayne starring Kristanna Loken, Sir Ben Kingsley, Matt
Davis, Michelle Rodriguez and Michael Madsen which shot in Romania.
Brightlight Brightlight Pictures produced Whisper in partnership with Gold
Circle Films starring Josh Holloway, Joel Edgerton, Dule Hill.

# # #

 ------------
Category 8,  Topic 6
Message 11         Thu Jul 28, 2005
KGAGNE [Ken]                 at 10:58 PDT

CLAIRE FORLANI JOINS CAST OF UWE BOLL's Dungeon siege

Vancouver, British Columbia (July 27, 2005) - Claire Forlani (Mystery Men,
Meet Joe Black) will join Jason Statham, Ray Liotta, Leelee Sobieski and Burt
Reynolds in director, executive producer Uwe Boll's video game-derived sword
and sorcery epic Dungeon Siege, Producer Shawn Williamson of Brightlight
Pictures announced today. Principal photography began July 3rd in Vancouver.

Based on the popular video game of the same name, Dungeon Siege follows the
hard life of lowly Farmer (Statham) on a mighty mission to save his wife,
Solana (Forlani) and child, Zeph. An unspeakably evil army led by Gallian
(Liotta) is rampaging across the land, destroying everything in its path and
focusing on conquering the mighty Castle Ehb, and vanquishing the King
(Reynolds) himself. This evil army threatens an otherwise ideal world of
peace. Dungeon Siege is a passionate epic adventure, a solid heart at its
core and story line that reveals more information and adventure with each
passing minute.

As previously announced, the cast also includes Leelee Sobieski (The Glass
House, Max, The Idol) as Muriella, Merrick's daughter; Gallian is trying to
sap her inbred magic by pursuing her. Ron Perlman (Hellboy, The City of Lost
Children, Alien:Resurrection) plays Norick, an old friend of Farmer's and his
stalwart companion. John Rhys-Davies (The Game of Their Lives, The Princess
Diaries 2, The Lord of The Rings Trilogy and his unforgettable role in
Raiders of the Lost Ark) is Merrick, the Magus, the court sorcerer. Matthew
Lillard (Without a Paddle, Wicker Park, Scooby Doo and Scooby Doo 2) plays
Duke Fallow, the nephew of King Konreid. Kristanna Loken (BloodRayne,
Terminator 3) is Elora (the Whip Woman), an enchanted tree-like creature
whose support proves critical to Farmer in the end. Will Sanderson
(Bloodrayne, Alone in the Dark) plays Bastian, Farmer's brother-in-law and
Solana's brother. Brian J. White ("Second Time Around," Mr. 3000) plays
Commander Tarish, who gives all of the military orders for the King. German
Super Model Eva Padberg is Julia, Murielle's handmaiden.

Producer Shawn Williamson offers, "Claire is a phenomenal actress and her
previous performances illustrate how completely she embodies the characters
she portrays on screen."

Based on Gas Powered Games' wildly popular game, Dungeon Siege is directed by
Uwe Boll from a screenplay by Doug Taylor, David S. Freeman and Glenn Benest.
The film is executive produced by Boll KG's Uwe Boll (BloodRayne, Alone in
the Dark) and Wolfgang Herold (BloodRayne, Alone in the Dark). Brightlight
Pictures' Shawn Williamson (White Noise, Edison) and Daniel Clarke (The Long
Weekend) will serve as producers. Shan Tam (Rumble in the Bronx) will serve
as line producer. The behind-the-scenes team will be led by director of
photography Mathias Neumann (BloodRayne, Alone in the Dark), production
designer Jim Steuart (The Long Weekend, Scary Movie 3), costume designers
Carla Hetland (The Butterfly Effect, Unforgiven) and Toni Rutter (Man of the
House), and editor David M. Richardson (House of the Dead). Tony Ching--best
known for his work on House of Flying Daggers and Hero--just signed on to
helm the film's action sequences.

Gas Powered Games was founded in May 1998 by Chris Taylor, creator of the
award-winning Total Annihilation(TM). Located in the Pacific Northwest, GPG
is a short distance from Seattle, Washington. GPG is devoted to creating
immersive, state-of-the-art games that push the boundaries of video game
entertainment. The company's first project, Dungeon Siege was released in
April 2002, with the sequel, Dungeon Siege II to be released in August.
Dungeon Siege the movie is currently in pre-production with filming due to
start this summer. Check www.gaspowered.com for more information on all Gas
Powered Games projects.

Uwe Boll has had a tremendously successful career as a director, writer and
producer. His films--all based on video game properties, include BloodRayne,
Alone in the Dark, and House of the Dead.

A feature film and television production company based in Vancouver, BC,
Brightlight develops, finances and produces independent feature films and
television projects for the domestic and international marketplace. Company
principals and producers, Stephen Hegyes and Shawn Williamson, have produced
over 55 productions in the last 12 years and over and over 15 productions
since the launch of the company in 2001. Projects include Bruce Sweeney's
Last Wedding which opened the 2001 Toronto International Film Festival and
starred Molly Parker and The Long Weekend a Canada/UK co-production between
Brightlight Pictures and Gold Circle Films UK starring Chris Klein and
Brendan Fehr. Also in partnership with Gold Cirle Films UK, Brightlight
Pictures produced Jiminy Glick in LaLa Wood, starring Martin Short. The film
was chosen for the closing night gala event. Brightlight Pictures Line
Produced Edison for Millennium Filmsa and Emmett Furla Films starring Kevin
Spacey, Morgan Freeman, LL Cool J and Justin Timberlake. Brightlight Pictures
also produced BloodRayne starring Kristanna Loken, Sir Ben Kingsley, Matt
Davis, Michelle Rodriguez and Michael Madsen which shot in Romania.
Brightlight Brightlight Pictures produced Whisper in partnership with Gold
Circle Films starring Josh Holloway, Joel Edgerton, Dule Hill.

# # #

 ------------
Category 8,  Topic 6  [MOVED]
Message 12         Fri Jan 27, 2006
KGAGNE [Ken]                 at 17:35 PDT

Why won't Uwe Boll stop making films?

http://tinyurl.com/cjwfd

 ------------
Category 8,  Topic 6
Message 13         Sun Jan 29, 2006
SYNDICOMM [Sheppy]           at 03:52 PDT

Maybe he's just trying to see how long he can do it before he finally gets cut
off? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 8,  Topic 6  [MOVED]
Message 14         Wed Feb 15, 2006
KGAGNE [Ken]                 at 14:35 PDT

Here's an interview with a very angry Uwe Boll, director of films such as
"BloodRayne" and "Dungeon Siege":

http://www.eurogamer.net/article.php?article_id=62899

 ------------
Category 8,  Topic 6
Message 15         Sun May 28, 2006
KGAGNE [Ken]                 at 14:37 PDT

There's a fake trailer for the "Dungeon Siege" movie at this URL:

http://oli.atknet.sk/king.mov

It features scenes amalgamated from other movies, similar to the fake "Star
Wars Episode II" trailer that appeared back in 1998.

-Ken

 ------------
Category 8,  Topic 6
Message 16         Mon Sep 25, 2006
KGAGNE [Ken]                 at 14:57 PDT

Director Uwe Boll, (in)famous for making bad movies based on video games,
recently beat the crap out of several of his critics by inviting them into
the boxing ring:

http://www.cnn.com/2006/SHOWBIZ/Movies/09/25/moviedirector.boxing.ap/index.html

 ------------
Category  9 MMORPGs
 ************
Topic 1         Tue Jun 08, 2004
KGAGNE                       at 12:55 PST
Sub: General Discussion

General discussion of MMORPGs.

 1 message
 ************
 ------------
Category 9,  Topic 1
Message 1          Sat Mar 25, 2006
KGAGNE [Ken]                 at 14:01 PDT

This editorial proposes that someday, all virtual gaming worlds will exist in
a common universe:

http://www.wired.com/wired/archive/14.04/collide.html

 ------------
Category 10 Cargotha MUD
 ************
Topic 1         Sun Jan 06, 2002
NIGHTPATHS                   at 14:31 PST
Sub: Welcome!

Welcome to Cargotha!

 2 messages
 ************
 ------------
Category 10,  Topic 1
Message 1          Sun Jan 06, 2002
NIGHTPATHS                   at 14:39 PDT

Welcome to the ROle Playing Games Forum on Syndicomm!

If you have any questions, please just ask. This message section is read only
though, so go find the player board where questions/requests/etc can be made.

Two things to keep in mind, first and foremost, well, three actually:

THE PUBLIC GAMES PLAYED IN HERE HAVE A RATING OF MAXIMUM PG-14. Period. There
shall be no exceptions. If you are in a public game and you break that rule, I
shall get nasty.

There is a difference between In Character (IC) and Out Of Character (ooc).
Learn the difference and do NOT let the two merge. You'll get weird if you let
that happen and then you won't be as much fun to game with.

The best part of role play gaming is the collective story telling. We are doing
this together, for the fun we have together. Please remember this. It is the
most important part of being a successful online role playing gaming community.

Otherwise... enjoy!

And welcome to Cargotha...

<The towering gatekeeper pushes back the massive black steel gates to the Realm
and opens the way for you>

 --
Nightpaths, Goddess of Cargotha


 ------------
Category 10,  Topic 1
Message 2          Mon Jan 07, 2002
MISNOMER                     at 07:53 PDT

Welcome and Thanks for dropping in!!

If you have questions that need answering, just shoot!

Denny aka misnomer, Bastian, and Thorne Darkraven


 ------------
 ************
Topic 2   CLOSED Sun Jan 06, 2002
NIGHTPATHS                   at 13:53 PST
Sub: Game Commands

Listing of Game Commands and what they do.

 22 messages
 ************
 ------------
Category 10,  Topic 2
Message 1          Sun Jan 06, 2002
NIGHTPATHS                   at 13:54 PDT

Use ! to repeat the last command typed at the keyboard.

Use ^ to replace a string from the last command with a new string.  The
syntax is the same as in csh: "^old-string^replacement"

Examples:

  > tell rasmusse Hi there, how are you?
  No-one by that name here.

  > ^rasmusse^rasmussen
  You tell Rasmussen, 'Hi there, how are you?'

  > ^you^you doing^
  You tell Rasmussen, 'Hi there, how are you doing?'

See also: ALIAS
#
ALIAS ALIASES

Usage: alias [alias name] [command]

An alias is a single command used to represent one or more other commands.
The ALIAS command can be used to manipulate your character's aliases.  Type
ALIAS alone to see a list of your currently defined aliases.

  > alias

Type ALIAS <alias name> <command> to create a new alias.  The alias name must
be one word.  The command can be any string.  Aliases may not be nested or
used recursively.  Any command may be overridden by an alias (other than the
ALIAS command itself, of course).

  > alias gbb get bread bag
  > alias gac get all corpse

Type ALIAS <alias-name> to delete an alias that has already been defined.

  > alias gbb

A semicolon (";") can be used to define multiple actions to be taken with
a single alias.

  > alias eat get bread bag; eat bread

Note that the 'eat' contained within the eat alias is interpreted as the MUD's
internal eat command; aliases may not be nested or used recursively.  The
variables $1, $2, ... $9 may be used to represent arguments given with
an alias.

Examples:

  > alias killem cast 'fireball' $1; cast 'harm' $2
  > killem fido mage

Would cast fireball on fido, followed by casting harm on mage.  Variables
may be used repeatedly and in any order:

  > alias helpem cast 'heal' $1; cast 'bless' $1; cast 'armor' $1

The special variable $* represents the entire input line after an alias:

  > alias tr tell rasmussen $*
  > tr hi there, how are you today?
  You tell Rasmussen, 'hi there, how are you today?'

See also: ! ^


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 2          Sun Jan 06, 2002
NIGHTPATHS                   at 13:54 PDT

#
ANSI COLOR

Usage: color [off | sparse | normal | complete]

If you have a color-capable terminal and wish to see useful color-coding
of information, use the COLOR command to set the level of coloring you see.

  > color off
  This command disables all color.

  > color sparse
  > color normal
  > color complete

These three commands turn color on to various levels.  Experiment to see
which level suits your personal taste.

'color' with no argument will display your current color level.

Using color will slow down the speed at which you see messages VERY slightly.
The effect is more noticeable on slower connections.  Even if you have
color turned on, non-colorized messages will not be slowed down at all.

See also: COLORSPRAY, "COLOR SPRAY"
#
ASSIST

Usage: ASSIST <person in need>

If Quifael is being beaten senseless by a warg and you feel brave enough
to help him, type ASSIST QUIFAEL to hit the warg.  Note that the warg will
keep hitting Quifael; assist only makes you start to fight whomever the
person you're assisting is fighting.

  > assist Doctor

See also: FLEE, KILL, RESCUE
#
AUCTION GOSSIP GRATS NOAUCTION NOGOSSIP NOGRATS

Usage: auction <message>
       gossip <message>
       grats <message>

These are channels reserved for specific purposes.  Messages on these
channels reach everyone who is monitoring them.  You must be at least level
three to use these channels.

Examples:

  > auction short sword -- minimum bid 100k
  > gossip Hey, is that a short sword on your belt or are you happy to see me?
  > grats LEVEL!!!!!!!!
  > grats GRATS CATJE!!!!!!!!

See also: EMOTE, GSAY, HOLLER, NOREPEAT, SAY, SHOUT


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 3          Sun Jan 06, 2002
NIGHTPATHS                   at 13:55 PDT

#
AUTOEXIT

Usage: autoexit

Toggles the automatic display of currently available exits.  Not all
possible exits will be displayed, only those immediately available.
If a door is closed it will not show up as a possible exit.

See also: TOGGLE
#
BACKSTAB

Thief only.

Backstab is a way to sneak up on a person and attempt to place your dagger
in his back, at exactly the point where it does most damage.  A successful
backstab gives a damage multiplier, depending on level:

    Levels  Multiplier
    ------  ----------
     1-7        2
     8-13       3
    14-20       4
    21-30       5

The chance of successfully backstabbing a person depends on how well you
have practiced backstab at your guild.  You can always backstab sleeping
people.
#
BANK WITHDRAW DEPOSIT BALANCE

Commands to take money out of the bank, put money in the bank, or see how
much money you have in the bank.  Can be used at any branch of the First
National Bank of CircleMUD (wherever you see an automatic teller machine).

Examples:

  > deposit 400
  > withdraw 1000
  > balance

See also: GOLD, SCORE
#
BASH

Fighters only.

The success of a bash depends upon how well you are learned.  To bash someone
is to attempt to 'knock' that person over.  If you succeed you will inflict
minor damage, and cause the victim to fall on it's rear.  The victim will be
unable to issue any commands for 2 rounds of violence.  If you miss you loose
your balance and fall.

A bash makes you unable to type commands for 2 rounds of violence.

Note that hitting a person who is resting/sitting will inflict 1.5 * damage.

See also: KICK, RESCUE


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 4          Sun Jan 06, 2002
NIGHTPATHS                   at 13:55 PDT

#
BRIEF

Usage: brief

Toggle "brief mode".  When in brief mode, you don't see the descriptions of
the room you are in; only the name of the room and the people and objects
there.  Unless you're very familiar with the area in which you're traveling,
however, it is not advisable to use this command.  Frequently, you will find
small but vital hints in the descriptions of the rooms: An extra peek at your
surroundings could mean the difference between life and death!

If you explicitly type 'look', you will always see the full room description,
even in BRIEF mode.

See also: COMPACT, LOOK
#
BUG TYPO IDEA

Usage: bug <bug report>
       idea <your new idea>
       typo <that nasty typo>

For making useful suggestions and reporting problems to the Powers that Be.

Examples:

  > bug the entire game crashes when I type 'put bag in bag'
  > idea make a restaurant in Midgaard
  > typo 'sence' should be spelled 'sense'
#
BUY

Usage: buy <item name>
       buy #<item number>
       buy n.<item name>
       buy n <item name>
       buy n #<item number>

If you'd like to purchase an item from a shop and have the money, you can buy
it.  Items can be bought by name, or by their number in the shop listing,
and can be bought in quantity.

Examples:

  > buy sword        (buy the first sword on the list)
  > buy #3           (buy the third item on the list)
  > buy 4.sword      (buy the fourth sword on the list)
  > buy 10 bread     (buy 10 pieces of bread)
  > buy 10 #2        (buy 10 of the second item on the list)

See also: LIST, SELL, SHOPS, VALUE
#
CLEAR CLS

Clears the screen.


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 5          Sun Jan 06, 2002
NIGHTPATHS                   at 13:56 PDT

#
COMMANDS

Usage: commands

The COMMANDS command gives a canonical list of all the known verbs.

Each command listed should have help available by typing "HELP <command>".

See also: SOCIAL, SOCIALS
#
COMPACT

Usage: compact

This command toggles the extra blank line output to your screen after each
command.  Useful if you have a small display.

See also: BRIEF
#
CONSIDER

Usage: consider <monster>

This command will compare your Level with the <monsters> level.  You will then
receive a rough estimate, which is by no means exact.  Consider does not take
hitpoints/special attacks/damage into account.

Example:

  > consider fido

See also: HIT, KILL
#
DIAGNOSE

Usage: diagnose [character]

The DIAGNOSE command tells you how wounded a character looks.  If you are
fighting someone, you can use DIAGNOSE with no arguments to diagnose the
person you're fighting.

Examples:

  > diagnose
  > diagnose rasmussen

See also: CONSIDER


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 6          Sun Jan 06, 2002
NIGHTPATHS                   at 13:56 PDT

#
DISPLAY PROMPT

Usage: display < H | M | V | all | auto | off >

Modify your prompt to show your hit points, mana, and/or movement points.

  > display hv          Display hit points and movement points
  > display off         Return to normal display
  > display all         Display hit, mana, and move points
  > display auto        Display hit, mana, and move when they are below 30%

See also: TOGGLE
#
DONATE

Usage: donate <object>
       donate <number> coins


This command takes an object that you no longer want and deposits it in the
donation room of Midgaard to assist newbies in getting started.  There is
a 75% chance objects donated will wind up in a donation room in Midgaard,
and a 25% chance the item will be junked.

  > donate shield
  > donate all.bread
  > donate 500 coins

See also: JUNK
#
DROP

Usage: drop <item>
       drop all.<item>
       drop all
       drop <number> coins

If you lose interest in a carried item, you can drop it on the ground.

  > drop bottle
  > drop all.bread
  > drop all
  > drop 1000 coins

See also: DONATE, GET, JUNK
#
EAT DRINK SIP TASTE

Usage: eat <item>
       taste [from] <item>
       drink [from] <item>
       sip [from] <item>

If you're hungry or thirsty, these commands are for you!

  > eat bread
  > taste bread
  > drink from cup
  > sip fountain


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 7          Sun Jan 06, 2002
NIGHTPATHS                   at 14:06 PDT

#
EMOTE :

Usage: emote <message>
       : <message>

Show people what you're feeling.  The shorthand is ":".

"emote <string>" will display your name, then the string.

Example:

If your name is "Helt",

  > emote is feeling very sad today.

will display:

Helt is feeling very sad today.

See also: SOCIALS
#
ENTER

Usage: enter [place]

If you type 'enter' while you are outdoors, you'll enter any nearby shelter.
You can also follow 'enter' with an argument; for example, 'enter window'.
#
EQUIPMENT

Usage: equipment

Gives you a list of all the equipment you're wearing, holding, and wielding.

See also: INVENTORY, REMOVE, WEAR
#
EXAMINE

Usage: examine <thing to examine>

May give you some valuable information about an item or monster.

See also: LOOK
#
EXITS

Usage: exits

Gives you a list of the obvious exits from your location.  Of course, the less
obvious ones won't show up here - you have to THINK in order to locate those.

See also: AUTOEXIT


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 8          Sun Jan 06, 2002
NIGHTPATHS                   at 14:14 PDT

#
FILL

Usage: fill <item> <object to fill from>

If you want to fill a container you're holding with liquid from a fountain
in the same room as you.

Example:

  > fill canteen fountain

See also: POUR
#
FLEE

Usage: flee

If you are in a fight and things are beginning to get a little uncomfortable
(maybe you are dying), just type 'flee', and presto!  You are out of harms way
- that is, IF there is a suitable exit nearby, and IF that exit doesn't simply
bring you from the ashes to the fire... but then, who wants to live forever?

See also: WIMPY
#
FOLLOW

Usage: follow <leader>

Use FOLLOW to automatically follow someone else.

Examples:

  > follow ras
  > follow self

See also: GROUP, SNEAK
#
GET TAKE

"Get" and "take" are exactly the same and can be used interchangeably.

Usage: get | take <object>
       get | take all [object]
       get | take all all.<object>
       get | take all.<object> all.<object>

If you find something interesting on the ground, you may use 'get' to pick
it up.  'get' can also be used to extract items from containers.

Examples:

  > get sword corpse
  > get all corpse
  > get all all.bag
  > get all.bread all.bag

See also: DROP, PUT


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 9          Sun Jan 06, 2002
NIGHTPATHS                   at 14:21 PDT

#
GIVE

Usage: give <object> <victim>
       give <number> coins <victim>

If you feel benevolent, you may give some stuff to someone in need.

  > give all ras
  > give bread doctor
  > give all.bronze mirlen
  > give 40000 coins nia
#
GOLD

Usage: gold

Displays how much gold your carrying.

See also: BALANCE, DEPOSIT, WITHDRAW
#
GRAB HOLD

Usage: grab <object>
       hold <object>

For getting a good grip on something; a torch, for example.

Examples:

  > hold torch
  > grab stone

See also: EQUIPMENT, REMOVE, WEAR, WIELD
#
GROUP

Usage: group [player]
       group all

GROUP with no arguments shows the status of your group.  GROUP <player>
adds or removes <player> from your group.  GROUP ALL adds everyone who is
following you to your group.

If you are a group member, then you will share experience points for killing
monsters equally among the group.  Experience points will only be shared among
group members that are in the same location, at the time of the killing
blow.  Sharing is regardless of whether the group members have been
participating in the fight.

Group with no argument shows a list of people with whom you are grouped.
"group all" groups all people who are following you.

To make a group, a "leader" must be selected.  All members of the group
must then "follow" the leader using the follow command.  The leader should
NOT follow anyone at all!  The leader can now toggle group membership for
each player in the group, by using "group <player_name>".  The leader
should remember to include himself in the group.

Example:

  Quifael and Redferne wishes to group with Dragon.

  Quifael : "follow dragon"
  Redferne: "follow dragon"
  (Dragon should be following no one but himself)
  Dragon  : "group dragon"
  Dragon  : "group redferne"
  Dragon  : "group quifael"

Later when Dragon get upset at Quifael (because he is sleeping all the time)
he types : "Group Quifael" to kick Quifael out of the group.

See also: EXPERIENCE, UNGROUP, XP


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 10         Sun Jan 06, 2002
NIGHTPATHS                   at 14:21 PDT

#
GSAY GTELL

Usage: gsay <message>
       gtell <message>

Tell something to all the members of your group, even if they're not in the
room.

See also: GROUP, TELL, SAY
#
HELP

Usage: help [command]

Help searches for a partial match of the entered word, including any
spaces that may follow the word.  Help alone will give a list of the
most common commands in the game.

Examples:

  > help magic mis
    will find the help text for the magic missile spell.

  > help mag
    will match 'magic user' or 'magic missile' depending on first
    occurrence in the help file.

See also: COMMANDS, SOCIALS
#
HIDE

Thieves Only.

When you type hide there is a chance that you hide in the room.  If hidden
you can only be "sensed" by the "sense life" spell.  Even if sensed your
identity will remain hidden.  Hide is broken by pressing return, regardless
of whether you typed a command or not.

Example:

  > hide
  Ok.
  >  (you wait for ex. 5 mins and remain hidden for 5 mins)

  >  (You pressed enter and no longer hide)

See also: SNEAK
#
HOUSE

The HOUSE command is used to add or remove guests from your house's guest
list.  You must be standing in your house to use this command.  Only the
primary owner of a house (not guests) may change the guest list using the
HOUSE command.

Usage: house [<player name>]

Typing 'house' with no arguments gives a list of the people currently on
your house's guest list.  Typing 'house' with the name of a player will add
that player to your guest list if the player is not on the list, or will
remove the player from the guest list if the player is already on the list.
The player specified must be in the player database for the MUD, although
he or she does not necessarily have to be logged on at the time.

Guests of your house will be able to enter your house until you remove them
from the guest list.

See also: HOUSES
#
INFO NEWS POLICY VERSION

These commands show you important information about CircleMUD.  It is a good
idea to read them every once in a while.

   info     - useful information about the game for beginners
   news     - latest changes to the code and areas
   policy   - policies on topics like player killing
   credits  - the people who made CircleMUD possible!
   version  - displays the current CircleMUD version number
#
INVENTORY

Usage: inventory

If you're uncertain about what you're carrying, or simply want to check
that no thieves have got to your backpack.

See also: EQUIPMENT, GRAB, HOLD, REMOVE, WEAR


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 11         Sun Jan 06, 2002
NIGHTPATHS                   at 14:23 PDT

#
JUNK

Usage: junk <object>
       junk <number> coins

Use JUNK instead of DROP if you want to keep the world a little cleaner.  If
you JUNK something, it will disappear and you'll get a few coins or experience
points, just as if you had dropped it in the dump.

Examples:

  > junk cup
  > junk all.bronze
  > junk 500 coins

See also: DONATE, DROP
#
KICK

Fighters only.

Usage: kick <victim>

The success of a kick depends upon how well you are learned.  The higher
level you reach the harder you kick.  There is one small catch -- whenever
you kick (or miss) you will be unable to type any command for three
rounds of 'Violence' -- so be sure that you do not need to flee!

See also: BASH, RESCUE
#
KILL HIT

Usage: kill <victim>
       hit <victim>

A good way to start a fight.  Not a good idea to hit other players.

See also: FLEE, WIMPY
#
LEAVE

Usage: leave

If you feel claustrophobic, typing 'leave' will make you use the nearest
obvious exit to the outside.
#
LEVELS

Usage: levels

Lists the levels of your class and the experience required to attain each
level.
#
LIST

Usage: list [item type]

If you'd like to see what items a shop has for sale, take a look at the
list.  The list contains all of the items currently for sale and in
what quantity.  The price for each item is also listed.  If you are
interested in a particular type of item, you can specify which items to
list.

Examples:

  > list             (list all items for sale)
  > list sword       (list all swords for sale)

See also: BUY, SELL, SHOPS, VALUE


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 12         Sun Jan 06, 2002
NIGHTPATHS                   at 14:23 PDT

#
LOOK

Usage: look
       look [in | at] [the] <item>
       look <direction>

For studying your surroundings.

Examples:

  > look
  > look AT the angel
  > look IN the bag
  > look south (May give some information as to what is south)

Note that if you LOOK AT CORPSE you will not see its inventory.
To see what's inside a container (i.e. a corpse) use LOOK IN <object>.

See also: EXAMINE, GET, READ, TAKE
#
CHECK MAIL RECEIVE

Usage: check
       mail <person>
       receive


The commands used by the Midgaard Mail System (MMS) are MAIL, CHECK, and
RECEIVE.  These commands can only be used while in an Official MMS Post
Office.  You must be at least second level in order to use the MMS.

Examples:

  To check and see if you have any mail waiting:
  > check

  To write mail to Niandra:
  > mail Niandra

  To ask the Postmaster to give you your mail, if you have any waiting:
  > receive

Stamps cost 150 coins.
#
MOTD

Usage: motd

Displays the message of the day.  Contains important information
regarding the status of the MUD.  You should be sure to read it
when you login.  If you miss it at login, just use this command!
#
MURDER

Usage: murder <victim>

Kill command to hit another player.  To avoid accidental flagging (i.e.
trying to type "kiss Nia" but accidentally typing "kill Nia").

Note that it is illegal to kill other players.  If you try you will get
a KILLER flag.  If you are flagged as a killer, you are unable to do
damage and other players will be allowed to use the MURDER command to
kill you without being flagged themselves.

See also: FLAGS
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 ------------
Category 10,  Topic 2
Message 13         Sun Jan 06, 2002
NIGHTPATHS                   at 14:24 PDT

#
NOREPEAT

Usage: norepeat

This command toggles whether or not you see your communication echoed
back to you (i.e., from commands such as SAY, SHOUT, HOLLER, GOSSIP, etc.)
Useful if you have a slow connection or if it just annoys you.

See also: TOGGLE
#
NORTH SOUTH EAST WEST UP DOWN

Usage: north
       south
       east
       west
       up
       down

To travel in a given direction.
#
NOSHOUT

Usage: noshout

NOSHOUT toggles whether or not you hear shouts.  (deaf) will appear after
your name in the WHO list.

See also: FLAGS, HOLLER, SHOUT, TOGGLE, WHO
#
NOSUMMON

Usage: nosummon

Due to problems we've had with players killing other players by summoning
them to Bad Places, all characters now have SUMMON PROTECTION turned on by
default.  This prevents people from summoning you and gives you a warning
message if someone tries.  If you want to let someone summon you (i.e. if
someone wants to summon you for a legitimate reason), type NOSUMMON to turn
off summon protection.  You can then type NOSUMMON again to turn protection
back on.

See also: SUMMON, TOGGLE
#
NOTELL

Usage: notell

Use NOTELL if you wish to prevent other players from using "tell" to
communicate with you.  (notell) will appear after your name in the WHO
list if you have notell on.

See also: FLAGS, TELL, TOGGLE, WHO
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 ------------
Category 10,  Topic 2
Message 14         Sun Jan 06, 2002
NIGHTPATHS                   at 14:25 PDT

#
OFFER RENT

Usage: offer
       rent

For use in the receptions of inns.

Offer makes the innkeeper tell you the cost of storing your belongings
for one day.  Rent stores you belongings and exits you from the game.
When you re-enter, you will start where you rented.

There is a daily charge for rent.  You may store your things at the
CRYOGENIC CENTER for a one-time charge of four days rent.  See INNS
for details on the rent policy.

See also: CRYOGENIC, INN, RECEPTION
#
OPEN CLOSE LOCK UNLOCK

Usage: open | close | lock | unlock <door> [direction]

To open, close, lock, and unlock doors, of course.

Examples:

  > open portal
  > lock door
  > unlock door south
  > close gate

See also: ENTER, LEAVE
#
ORDER

Usage: order <character> <command>
       order followers <command>

Used for ordering pets and charmed people to do your evil bidding.  You
can order everyone under your command with "order followers".

Examples:

  > order puppy eat bread
  > order cityguard sleep

See also: CHARM
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 ------------
Category 10,  Topic 2
Message 15         Sun Jan 06, 2002
NIGHTPATHS                   at 14:25 PDT

#
"PICK LOCKS"

Thieves only.

Usage: pick <lock name> [direction]

For picking locks.  Not all locks can be picked.

Examples:

  > pick door south
  > pick safe

See Also : OPEN, CLOSE, LOCK, UNLOCK
#
POUR

Usage: pour <from container> <to container>
       pour <from container> out

If you want to pour some liquid from one container to another.  Pouring
out simply empties the contents of the container onto the ground.

Examples:

  > pour canteen cup
  > pour cup out

See also: FILL
#
PRACTICE PRACTISE

Usage: practice [skill or spell name]

Practice is the way you improve your spells and skills.  You can only do
so in your guild, where your guildmaster can help you train.  Type
"practice <skill>" to improve your abilities while in your guild.  You can
only practice a certain amount for each level you gain.  Unused practice
sessions will accumulate for use in future levels.

If you type practice anywhere other than in your guild, you will get a list
of all of the spells and skills you know and your level of proficiency at
each.
#
PUT

Usage: put <item> <container>
       put all.<item> <container>
       put all <container>

For putting items into containers.

Examples:

  > put bread bag
  > put all.bread bag
  > put all chest

See also: GET
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 ------------
Category 10,  Topic 2
Message 16         Sun Jan 06, 2002
NIGHTPATHS                   at 14:26 PDT

#
QSAY

Usage: qsay <message>

To tell something to everyone on the current Quest.

See also: QUEST
#
QUAFF POTION POTIONS

Usage: quaff <potion>

Quaff is used to "drink" a (magical) potion.  The magic will take effect
immediately, for better or for worse...
#
QUEST

Usage: quest

This simple toggle command merely informs the Powers that Be that you
wish to participate in the currently running Quest.  If an immortal
is running a Quest and needs to know who wishes to participate, he/she
will ask players to turn on their Quest flags using this QUEST command
if they are interested in the Quest.  It also allows you to listen in on
the quest channel and receive information specific to the quest.

See also: QSAY
#
QUI SHUTDOW

Just to prevent accidental quittings and/or shutdowns.
This command doesn't DO anything, it simply is.

Note to immortals: If you type QUI, you will quit and all your items will
                   drop to the ground.

See also: QUIT
#
QUIT

When you get tired of playing, you can leave the game by typing 'quit'.
Note that quitting this way may cause any items you might be carrying to
simply be left on the ground (Dependant upon how the game is currently
configured).  If you wish to have your equipment stored, you may have to
find an inn and pay rent.

See also: INN, OFFER, RENT
#
READ

Usage: read <object>
       read <board message number>

When you want to read something.

READ is also used to read messages on bulletin boards; type HELP BOARDS
for more information.

Example:

  > read note

See also: BOARDS
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 ------------
Category 10,  Topic 2
Message 17         Sun Jan 06, 2002
NIGHTPATHS                   at 14:27 PDT

#
RECITE SCROLL SCROLLS

Usage: recite <scroll> [Target]

Is used to "read" a magical scroll.  Target can be an object, character or
nothing (which may be yourself).

See also: SPELLS
#
REMOVE

Usage: remove <item>
       remove all
       remove all.<keyword>

If you tire of wearing some armor or wielding a weapon.

Examples:

  > remove boots
  > remove sword
  > remove all
  > remove all.bronze

See also: GRAB, HOLD, WEAR, WIELD
#
REPLY

Usage: reply <message>

This command will send a reply to the last person to send you a message
using TELL.  It works just as if you had typed 'tell <player> <message>'
but makes it a bit easier.  It can also be very useful in case someone
invisible sends you a message.

Example:

Ras tells you, 'Hi!'
> reply hey
You tell Ras, 'hey'
>
Someone tells you, 'I am your secret admirer.'
> reply Who are you?
You tell someone, 'Who are you?'

See also: TELL, NOTELL
#
REPORT

Usage: report

This command sends a report of your current health to the other people in
your group.


 --
-Life is the retreat of the weary in spirit-


 ------------
Category 10,  Topic 2
Message 18         Sun Jan 06, 2002
NIGHTPATHS                   at 14:28 PDT

#
RESCUE

Fighters Only.

Usage: rescue <victim>

This command is useful if you want to try and make an attacker hit you
instead of your poor friend who is being pummeled.  You can only 'turn'
one monster for each rescue attempt.  This is very useful when playing
in groups, of course.

Example:

  > rescue Yankee
#
SAVE

Usage: save

Save your persona.  This includes experience points, strength, gold, etc.
Your equipment is also saved in the (unlikely?) event of a crash.  The
game periodically auto-saves you and your equipment, so it is not necessary
to have your client auto-save you as well.

You CANNOT load a saved version if you die -- your persona still exists,
but you will lose experience, and all your objects stay in the game, with
your corpse.

Note that the SAVE command only saves your equipment in the event of a
crash.  If you are leaving the game normally, SAVE will NOT save your
equipment -- you must find an Inn to store your belongings.

See also: INN, RENT
#
SAY TELL ASK WHISPER SHOUT YELL HOLLER '

Usage: say | shout | holler <string>
       tell | whisper | ask <player> <string>

If you consider communicating with other beings, you might be understood
better if you start your sentences with either say, tell, whisper or shout.

Examples:

  > say Hey, does anyone know how to get to Oz?
  > tell catje hi, how are you?

You can use ' as a shorthand for say, as in:

  > ' hello there.

Shout broadcasts your message to everyone is your geographic zone.  Holler
broadcasts to everyone in the game but costs 20 movement points.  You must
be level 2 before you can use shout and yell.

See also: AUCTION, GOSSIP, GSAY, NOREPEAT, QSAY, REPLY
#
SCORE

Usage: score

Provides useful information on your status such as age, hit points,
mana, movement points, armor class, alignment, experience points, gold
on hand, how long you've been playing, and your level.

See also: AC, EXPERIENCE
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 ------------
Category 10,  Topic 2
Message 19         Sun Jan 06, 2002
NIGHTPATHS                   at 14:28 PDT

#
SELL

Usage: sell [#] <item>
       sell <#>.<item>

If you'd like to sell an item to a shopkeeper, trying selling it to them.
Most shops specialize in what they will buy, so you may have to look around
to find a buyer for your items.

Examples:

  > sell sword       (sell the first sword in your inventory)
  > sell 3 sword     (sell the first three swords in your inventory)

See also: BUY, LIST, SHOPS, VALUE
#
SLEEP

SLEEP is both a command and the name of a spell.

The SLEEP command puts you to sleep, allowing you to regain your health more
quickly.  You will be largely unaware of your surroundings while asleep.
You can awaken yourself with the WAKE command.

The SLEEP spell forces the victim into a magical sleep such that they cannot
be awakened until the spell wears off.

Usage       : cast 'sleep' <victim>
Accumulative: Yes (Duration)
Duration    : 4 hours + level/4
Level       : Mage level 8.

If failing saving throw versus spell, the person will fall asleep.
A person who is affected by sleep can only be awakened if attacked.

See also: WAKE
#
SNEAK

Thieves Only.

Usage: sneak

Used for sneaking (moving in and out of rooms without anyone taking notice).
When you type sneak, there is no way to know if you're actually sneaking.
If you successfully sneak, then you'll continue to sneak for a little while.

See also: HIDE
#
SPLIT

Usage: split <amount to split>

Split is used to split money among people in your group who are in the same
room as you.  If you are in a group with 4 other people, all of whom are in
the same room with you, and you type SPLIT 100, you will give each of the
other 4 group members 20 coins each.  (100 coins is split 5 ways; you keep
your share and give everyone else their share).

See also: FOLLOW, GROUP
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 ------------
Category 10,  Topic 2
Message 20         Sun Jan 06, 2002
NIGHTPATHS                   at 14:29 PDT

#
STEAL

Thief Only.

Usage: steal <item> <victim>

Use steal to steal gold or items from people.  The chance of not getting
caught depends on how well you have practiced steal, and if the person
is asleep.

Due to misuse of the steal command, it is now illegal to steal from other
players.  Doing so will get you a flag for your trouble.

Examples:

  > steal gold drunk
  > steal sword mercenary
    (If it's wielded, only possible if he is sleeping)

See also: FLAGS
#
TIME

Usage: time

Gives you the current game time.  Your initial reaction to the output of
this command may be one of surprise, but you'll get used to it.  You'll
have to, at any rate, since certain things in the game depend on this
particular notion of time; the opening hours of the shops, for example.
#
TITLE

Usage: title <new title>

Sets the title people see on the WHO list and when you're in the room with
them.  You can't use parentheses (the "(" and ")" characters) because those
are reserved for flags.

Do not abuse this command; if you do, it will be taken from you.

See also: FLAGS, WHO
#
TOGGLE

Usage: toggle

TOGGLE shows you the current values of various toggles available on the MUD.
This command CAN NOT be used to change these values (see related commands.)
All of these toggles remain the same until you change them; i.e. they are
saved when you quit or rent.

See also: BRIEF, COMPACT, DISPLAY, NOSHOUT, NOSUMMON, NOTELL, QUEST
          REPEAT, WIMP
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Category 10,  Topic 2
Message 21         Sun Jan 06, 2002
NIGHTPATHS                   at 14:29 PDT

#
TRACK

Usage: track <victim>

Used for finding the first step on the shortest route to a monster.

Example:

  > track fido
  You sense a trail south from here!
#
UNGROUP

Usage: ungroup [group member]

UNGROUP can be used by group leaders to disband the entire group, or
to kick a specific group member out of the group (and stop him/her from
following the leader).

Examples:

  > ungroup
  > ungroup homer

See also: GROUP
#
USE WAND STAFF STAFFS WANDS

Usage: use <staff>
       use <wand> <Target>

Using a staff will automatically target everybody (or everything) in a
room, except yourself.  Therefore staffs are naturally very powerful, and
yet may be very dangerous to use around other players.

Using wands require that you point it at a target, which can be either a
character or an object.

Both staffs and wands must be HELD in the hand prior to use!  (Use the
grab or hold commands).  You must still supply the name of the staff or
wand to avoid confusion.

See also: RECITE
#
VALUE

Usage: value <item>

Before selling an item to a shop, you can ask the shopkeeper how much
he or she is willing to pay for it.

Example:

  > value bread

See also: BUY, LIST, SELL, SHOPS
#
VISIBLE

Usage: visible

Use this command to break your spell of invisibility before it expires.

See also: INVISIBILITY
#
WAKE SLEEPING REST SIT STAND

For changing your position.  If you feel weary, it's probably a good idea
to sit and rest for a while, or maybe even take a nap.
#
WEAR

Usage: wear <item> [location]

If you want to wear some clothes, armor or the likes.

Also, to wear everything in your inventory (or at least try to, as wearing
things like loaves of bread is not a good way to win friends and influence
people) you can type "wear all".

Optionally, you can specify what part of your body to wear the equipment on.

Examples:

  > wear boots
  > wear all.bronze
  > wear all
  > wear ring finger

See also: EQUIPMENT, REMOVE
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Category 10,  Topic 2
Message 22         Sun Jan 06, 2002
NIGHTPATHS                   at 14:30 PDT

#
WEATHER

Usage: weather

If you're uncertain whether the sun is shining or the rain is pouring down.
You'll have to be outside in order to tell however.

See also: "CONTROL WEATHER"
#
WHERE

Usage: where <monster | player>

Tells you the location of a monster, a player or an object.

Mortals can only "where" monsters or players, and only from their own
zone.

Immortals may type 'where' without arguments to see where everybody is.

Example:

  > where
  > where torch
  > where dragon
#
WHO

Usage: who [minlev[-maxlev]] [-n sname] [-c classlist] [-s] [-o] [-q] [-r] [-z]

Lists the people currently in the game.  Some people may be invisible.
Command-line options can be used to limit the listing.  The parameters
can be specified on the command-line in any order.

minlev, maxlev : list only people whose level is at or above minlev, and
                 optionally, at or below maxlev
-n : list only people whose names or titles contain sname
-c : list only people of a certain class, where classlist is any combination
     of the letters w, m, c, and t
-s : list names in the short form (4 columns of names, without titles or flags)
-o : list only outlaws (i.e. people with a killer or thief flag)
-q : list only people who are on the Quest
-r : list only people who are in your room
-z : list only people in your zone

Examples:

  > who -c wc -s -l 20
  List, in short form, warriors and clerics at or above level 20

  > who 15-25 -o -z
  List all outlaws between levels 15 and 25 who are in your zone.
#
WHOAMI

Usage: whoami

Displays your character's name, if you want to be sure you are who you think
you are.
#
WIELD

Usage: wield <weapon>

When you get tired of bashing monsters with your fists, you might consider
wielding a weapon.

Example:

  > wield sword
  > wield 3.sword    (Wield the third sword in your inventory)

See also: EQUIPMENT, REMOVE, WEAR
#
WIMPY

Usage: wimpy [hp]

Use the WIMPY command to automatically flee once your health drops below
a certain level.

Examples:

  > wimpy 35    will make your character automatically flee a fight
                if you have less than 35 hit points.
  > wimpy 0     will turn off wimpy mode.
  > wimpy       will show you your current wimp status.

See also: FLEE, TOGGLE
#
WIZLIST IMMLIST

Usage: wizlist | immlist

Lists the most powerful beings on the MUD.  These are the people responsible
for administering the system.

See also: IMPLEMENTOR
#
WRITE

Usage: write <object>
       write <title of board note>

In order to write a note, you need a piece of blank paper (or similar), and
a pen of some sort.  You can then type something like "write on the paper with
the pen", whereupon you'll be asked to type in your note at the keyboard.

WRITE is also used to post messages to bulletin boards.  Type HELP BOARDS
for more information.

See also: BOARDS, MAIL
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 ------------
 ************
Topic 3         Mon May 03, 2004
SYNDICOMM                    at 21:00 PST
Sub: Cargotha Maps

Share maps of areas in Cargotha.

 9 messages
 ************
 ------------
Category 10,  Topic 3
Message 1          Mon May 03, 2004
SYNDICOMM [Sheppy]           at 21:02 PDT

I've been working on drawing up maps of parts of the Cargotha world.  So far I
have the Newbie Zone basement, the Miden'Nir Forest, most of the sewers, and
most of the western forest mapped.

I did just stumble upon the spider realm at the western end of the forest, so
that's not mapped yet.

Anyway, if they'd be of any help, they're in PNG format at:

http://www.syndicomm.com/~sheppy2/cargotha

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 2          Wed May 05, 2004
SYNDICOMM [Sheppy]           at 19:02 PDT

I've uploaded updated maps:

forest.png - The western forest.  This map is more complete than it was but I
still haven't finished it.

midennir.png - This map should be finished now.

midgaard.png - This is a complete map of the city of Midgaard, except that my
character can't go into other classes' guilds.

newbiebasement.png - This is a complete map of the basement part of the Newbie
Zone.

newbiezone.png - This is a complete map of the ground level of the Newbie Zone.

sewers.png - This is a not quite complete but still useful map of the sewers.

welmarcastle1.png - This is a map of the ground level of King Welmar's Castle.
There are a couple of rooms I couldn't get into because of locked doors whose
keys are held by people I can't beat.  I need a thief to swipe the keys.

welmarcastle2.png - This is a map of the top floor of King Welmar's Castle.
There are a couple of rooms I couldn't get into because of locked doors whose
keys are held by people I can't beat.  I need a thief to swipe the keys.

The maps are all available at http://www.syndicomm.com/~sheppy2/cargotha

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 3          Fri May 07, 2004
TCOMPTER [TheDM]             at 03:39 PDT


Sheppy,

I noticed that on your maps, there were some 'tiles' that were shaded a darker
blue than others.  What does that signify?

_________
  | homas

 ------------
Category 10,  Topic 3
Message 4          Fri May 07, 2004
SYNDICOMM [Sheppy]           at 20:22 PDT

Oops.  I meant to add a note to that one.  The dark blue squares are places
where there's a brook you can drink out of and fill your canteen from.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 5          Sat May 08, 2004
SYNDICOMM [Sheppy]           at 13:07 PDT

I've updated the Midgaard map -- the fountains now have blue squares, and the
Thieves' Guild is mapped.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 6          Tue May 11, 2004
SYNDICOMM [Sheppy]           at 17:42 PDT

I've posted updated maps.  I've added two new ones: a map of the plains,
forest, and mountains east of Midgaard, which is not complete, but is coming
along well -- there are a few places I haven't been able to go safely yet.

I've also got a very beginning of a map of the caves north of the laneway in
the plains.

http://www.syndicomm.com/~sheppy2/cargotha/


 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 7          Mon May 24, 2004
SYNDICOMM [Sheppy]           at 20:47 PDT

Most of my maps have been updated.  I've added incomplete maps of the river,
the River Ishtar, and a mostly complete map of the city of New Thalos.  I've
also tweaked a few of the others, fixing minor errors or adding references to
the other maps where appropriate.

http://www.syndicomm.com/~sheppy2/cargotha/

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 8          Wed May 26, 2004
SYNDICOMM [Sheppy]           at 10:13 PDT

Oof!  I stumbled upon the Drow City last night.  Those guys don't like good
characters at all. :)

And watch out for the dracolich in the caves north of the tunnel along the
river.  He's fast, appears from nowhere, and very brutal.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 10,  Topic 3
Message 9          Mon May 31, 2004
BBAKER                       at 12:26 PDT

You're doing very good.

My incomplete maps include Stanneg, Miden'nir, King Welmar's place, Haon-Dor,
Concourse-Promenade area, Dwarven Village (with three locked doors).

I'm still a beginner really.  I've just been playing for a few weeks, my
charactr has played two days.

Bruce

 ------------
 ************
Topic 4         Sat Feb 16, 2002
SYNDICOMM                    at 17:19 PST
Sub: Guilds

Guild-related requests.

 2 messages
 ************
 ------------
Category 10,  Topic 4
Message 1          Sat Feb 16, 2002
SYNDICOMM                    at 17:20 PDT

Oh mighty ones, my character Secasl is an Illusionist now, and he is saddened
to find that he has no guild at which to promote to higher levels.  He
beseeches you: please construct a guild for Illusionists so that he may
continue to serve and better himself.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 10,  Topic 4
Message 2          Mon Feb 25, 2002
SYNDICOMM                    at 16:35 PDT

Secasl begs for the construction of a guild of Illusionists.  He continues to
be unable to advance.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
 ************
Topic 6         Mon Jan 07, 2002
NIGHTPATHS                   at 14:21 PST
Sub: How to Phrase a Request

Instructions on How to Phrase Your Request to the Gods (aka Game
Administrators)

 2 messages
 ************
 ------------
Category 10,  Topic 6
Message 1          Mon Jan 07, 2002
NIGHTPATHS                   at 14:27 PDT

Here is an example of a request that has a high probability of achieving
success:

Oh Great God/ess (pick one) <insert god/ess name here>!

I come before you on bended knee with sacrifice of <insert what you are willing
to sacrifice to achieve your request, ED: Chocolate works for Nightpaths!> in
hand!

I beseech thee, hear my prayer and look favourably upon thy most loyal
follower:

I request <fill in request here and include reasons, good ones, why you deserve
to have it fulfilled>

Your loyal and faithful follower,

<insert your game name here>

Here is an example of a request that hasn't got a hope in heck of being
granted:

HEY YOU!

Gimme gold now! I'm BROKE!


See the difference? Remember, this is a ROLE PLAYING GAMES forum and the whole
purpose to play the game as best you can! Have fun with it and enjoy! Start
your own topic for each request please! You'll get a reply. Please don't make
too many requests, unless you are a favoured of the gods, that is (and that is
a game stat, not personal choice).
 --
-Nightpaths, Goddess of the Realm-


 ------------
Category 10,  Topic 6  [MOVED]
Message 2          Tue Jan 15, 2002
NIGHTPATHS                   at 11:20 PDT

I am somewhat surprised that there are no supplicants lining up outside my
temple door. Perhaps I should rain a plague or two on the Realm...

 --
-Nightpaths, Goddess of the Realm-


 ------------
Category 11 Other MUDs
 ************
Topic 1         Tue Jan 15, 2002
NIGHTPATHS                   at 11:17 PST
Sub: General Discussion

General discussion of MUDs.

 1 message
 ************
 ------------
Category 11,  Topic 1
Message 1          Tue Jan 15, 2002
NIGHTPATHS                   at 11:17 PDT

How to make good quests

Ellery: The text below was adapted by me for TubMud. Don't feel irritated by
the
occasional references to it and my having a different character name there.
Also, don't worry about the patronizing mood I employ in the notes every now
and
then - this text is meant to enforce a mud policy on TubMud, it's only a source
of ideas here on Nanny.

Macbeth: This is taken from the manual of a compiler for INFOCOM-like games.
And
while muds are different from text adventures, they have still enough in common
to use similar design criteria for them. Besides, it is a very good text.



1. A Bill of Player's Rights
Perhaps the most important point about designing a game is to think as a player
and not a designer. I think the least a player deserves is:
1. Not to be killed without warning
At its most basic level, this means that a room with three exits, two of which
lead to instant death and the third to treasure, is unreasonable without some
hint. Mention of which brings us to:
2. Not to be given horribly unclear hints
Many years ago, I played a game in which going north from a cave led to a
lethal
pit. The hint was: there was a pride of lions carved above the doorway. Good
hints can be skilfully hidden, or very brief (I think, for example, the hint in
the moving-rocks plain problem in "Spellbreaker" is a masterpiece) but should
not need explaining even after the event.
A more sophisticated version of (1) leads us to:
3. To be able to win without experience of past lives
Suppose, for instance, there is a nuclear bomb buried under some anonymous
floor
somewhere, which must be disarmed. It is unreasonable to expect a player to dig
up this floor purely because in previous games, the bomb blew up there. To take
a more concrete example, in "The Lurking Horror" there is something which needs
cooking for the right length of time. As far as I can tell, the only way to
find
out the right time is by trial and error. But you only get one trial per game.
In principle a good player should be able to play the entire game out without
doing anything illogical. In similar vein:
4. To be able to win without knowledge of future events
For example, the game opens near a shop. You have one coin and can buy a lamp,
a
magic carpet or a periscope. Five minutes later you are transported away
without
warning to a submarine, whereupon you need a periscope. If you bought the
carpet, bad luck.
5. Not to have the game closed off without warning
Closed off meaning that it would become impossible to proceed at some later
date. If there is a papier-mache wall which you can walk through at the very
beginning of the game, it is extremely annoying to find that a puzzle at the
very end requires it to still be intact, because every one of your saved games
will be useless. Similarly it is quite common to have a room which can only be
visited once per game. If there are two different things to be accomplished
there, this should be hinted at.
6. Not to need to do unlikely things
For example, a game which depends on asking a policeman about something he
could
not reasonably know about. (Less extremely, the problem of the hacker's keys in
"The Lurking Horror".) Another unlikely thing is waiting in uninteresting
places. If you have a junction such that after five turns an elf turns up and
gives you a magic ring, a player may well never spend five turns there and
never
solve what you intended to be straightforward. On the other hand, if you were
to
put something which demanded investigation in the junction, it might be fair
enough. ("Zork III" is especially poor in this respect.)
7. Not to need to do boring things for the sake of it
In the bad old days many games would make life difficult by putting objects
needed to solve a problem miles away from where the problem was, despite all
logic - say, putting a boat in the middle of a desert. Or, for example, it
might
be fun to have a four-discs tower of Hanoi puzzle in a game. But not an
eight-discs one.
Macbeth: This applies to mazes as well. However, they are somewhat different.
See the section on mazes below for more information.
8. Not to have to type exactly the right verb
For instance, looking inside a box finds nothing, but searching it does. Or
consider the following dialogue (amazingly, from "Sorcerer"):
    >unlock journal
    (with the small key)
    No spell would help with that!

    >open journal
    (with the small key)
    The journal springs open.

This is so misleading as to constitute a bug. But it's an easy design fault to
fall into. (Similarly, the wording needed to use the brick in Zork II strikes
me
as quite unfair. Or perhaps I missed something obvious.)
9. To be allowed reasonable synonyms
In the same room in "Sorcerer" is a "woven wall hanging" which can instead be
called "tapestry" (though not "curtain"). This is not a luxury, it's an
essential.
10. To have a decent parser
This goes without saying. At the very least it should provide for taking and
dropping multiple objects.
Macbeth: Unfortunately, the parser is the weakest spot of every LPmud so far.
There isn't much you can do about it. I'm currently thinking about a way of
making better parsing easier.
The last few are more a matter of taste, but I believe in them:
11. To have reasonable freedom of action
Being locked up in a long sequence of prisons, with only brief escapes between
them, is not all that entertaining. After a while the player begins to feel
that
the designer has tied him to a chair in order to shout the plot at him.
Macbeth: Likewise for MUDs. Too often quest designers choose the easy way out
by
making a room teleport-proof and blocking all exits until the victim has been
told the entire story.
12. Not to depend much on luck
Small chance variations add to the fun, but only small ones. The thief in "Zork
I" seems to me to be just about right in this respect, and similarly the
spinning room in "Zork II". But a ten-ton weight which fell down and killed you
at a certain point in half of all games is just annoying.
13. To be able to understand a problem once it is solved
This may sound odd, but many problems are solved by accident or trial and
error.
A guard-post which can be passed only if you are carrying a spear, for
instance,
ought to have some indication that this is why you're allowed past. (The most
extreme example must be the notorious Bank of Zork.)
14. Not to be given too many red herrings
A few red herrings make a game more interesting. A very nice feature of "Zork
I", "II" and "III" is that they each contain red herrings explained in the
others (in one case, explained in "Sorcerer"). But difficult puzzles tend to be
solved last, and the main technique players use is to look at their maps and
see
what's left that they don't understand. This is frustrated when there are many
insoluble puzzles and useless objects. So you can expect players to lose
interest if you aren't careful. My personal view is that red herrings ought to
have some clue provided (even only much later): for instance, if there is a
useless coconut near the beginning, then perhaps much later an absent-minded
botanist could be found who wandered about dropping them. The coconut should at
least have some rationale.
The very worst game I've played for red herrings is "Sorcerer", which by my
reckoning has 10.
15. To have a good reason why something is impossible
Unless it's also funny, a very contrived reason why something is impossible
just
irritates. (The reason one can't walk on the grass in "Trinity" is only just
funny enough, I think.)
16. Not to need to be American to understand hints
The diamond maze in "Zork II" being a case in point. Similarly, it's polite to
allow the player to type English or American spellings or idiom. For instance
"Trinity" endears itself to English players in that the soccer ball can be
called "football" - soccer is a word almost never used in England.
Macbeth: I cannot stress this point enough. Currently, nine out of ten players
who play TubMud are native German speakers and not used to the intricacies of
the English language.
17. To know how the game is getting on
In other words, when the end is approaching, or how the plot is developing.
Once
upon a time, score was the only measure of this, but hopefully not any more.



2. What makes a good game?
1. The Plot
The days of games which consisted of wandering around doing unrelated things to
get treasures, are long passed: the original Adventure was fun, and so was
Zork,
but two such games are enough. There should be some overall task to be
achieved,
and it ought to be apparent to the player in advance.
This isn't to say that it should be apparent at once. Instead, one can begin
with just an atmosphere or mood. But if so, there must be a consistent style
throughout and this isn't easy to keep up. "The Lurking Horror" is an excellent
example of a successful genre style; so is "Leather Goddesses of Phobos".
At its most basic, this means there should be no electric drills lying about in
a medieval-style fantasy. The original Adventure was very clean in this
respect,
whereas Zork was less so: I think this is why Adventure remains the better game
even though virtually everything in Zork was individually better.
If the chosen genre isn't fresh and relatively new, then the game had better be
very good.
Plot begins with the opening message, rather the way an episode of Star Trek
begins before the credits come up. It ought to be striking and concise (not an
effort to sit through, like the title page of "Beyond Zork"). By and large
Infocom were good at this. A fine example is the overture to "Trinity" (by
Brian
Moriarty):
Sharp words between the superpowers. Tanks in East Berlin. And now, reports the
BBC, rumors of a satellite blackout. It's enough to spoil your continental
breakfast.
But the world will have to wait. This is the last day of your $599 London
Getaway Package, and you're determined to soak up as much of that authentic
English ambience as you can. So you've left the tour bus behind, ditched the
camera and escaped to Hyde Park for a contemplative stroll through the
Kensington Gardens.
Already you know: who you are (an unadventurous American tourist, of no
significance in the world); exactly where you are (Kensington Gardens, Hyde
Park, London, England); and what is going on (World War III is about to break
out). Notice the careful details: mention of the BBC, of continental
breakfasts,
of the camera and the tour bus. More subtly, "Trinity" is a game which starts
as
a kind of escapism from a disastrous world out of control: notice the way the
first paragraph is in tense, blunt, headline-like sentences, whereas the second
is much more relaxed. So a lot has been achieved by these two opening
paragraphs.
The most common plots boil down to saving the world, by exploring until
eventually you vanquish something ("Lurking Horror" again, for instance) or
collecting some number of objects hidden in awkward places ("Leather Goddesses"
again, say). The latter can get very hackneyed (got to find the nine magic
spoons of Zenda to reunite the Kingdom...), so much so that it becomes a bit of
a joke ("Hollywood Hijinx") but still it isn't a bad idea, because it enables
many different problems to be open at once.
Most games have a prologue, a middle game and an end game, which are usually
quite closed off from each other. Usually once one of these phases has been
left, it cannot be returned to.
Macbeth: Well, you haven't much of a choice where the genre is concerned,
TubMud
having wizrule #8 and a generic fantasy setting. All the more reason to invest
some amount of thinking in the plot.
2. The Prologue
In establishing an atmosphere, the prologue gives a good head start. In the
original mainframe Adventure, this was the above-ground landscape; the fact
that
it was there gave a much greater sense of claustrophobia and depth to the
underground bulk of the game.
Sometimes a dream-sequence is used (for instance, in "Lurking Horror"), or
sometimes simply a more mundane region of game (for instance, the guild-house
in
"Sorcerer"). It should not be too large or too hard.
As well as establishing the mood of the game, and giving out some background
information, the prologue has to attract a player enough to make him carry on
playing. It's worth imagining that the player is only toying with the game at
this stage, and isn't drawing a map or being at all careful. If the prologue is
big, the player will quickly get lost and give up. If it is too hard, then many
players simply won't reach the middle game.
Perhaps eight to ten rooms is the largest a prologue ought to be, and even then
it should have a simple (easily remembered) map layout.
Macbeth: In TubMud, there should also be a more or less obvious point where to
start. In addition, you may try to write a quest with several possible starting
points. Or one, where two players have to start at different locations.
3. The Middle Game
A useful exercise is to draw out a tree (or more accurately a lattice) of all
the puzzles in a game. At the top is a node representing the start of the game,
and then lower nodes represent solved puzzles. An arrow is drawn between two
puzzles if one has to be solved before the other can be. For instance, a simple
portion might look like:
                       Start
                      /     \
                     /       \
              Find key     Find car
                     \        |
                      \       |
                       Start car
                           |
                           |
                     Reach motorway

This is useful because it checks that the game is soluble (for example, if the
ignition key had been kept in a phone box on the motorway, it wouldn't have
been) but also because it shows the overall structure of the game. The
questions
to ask are:
How much is visible at once? Do large parts of the game depend on one difficult
puzzle? How many steps does a typical problem need?
Some games, such as the original Adventure, are very wide: there are thirty or
so puzzles, all easily available, none leading to each other. Others, such as
"Spellbreaker", are very narrow: a long sequence of puzzles, each of which
leads
only to a chance to solve the next.
A compromise is probably best. Wide games are not very interesting, while
narrow
ones can in a way be easy: if only one puzzle is available at a time, the
player
will just concentrate on it, and will not be held up by trying to use objects
which are provided for different puzzles.
Bottlenecks should be avoided unless they are reasonably guessable: otherwise
many players will simply get no further.
Puzzles ought not to be simply a matter of typing in one well-chosen line. One
hallmark of a good game is not to get any points for picking up an
easily-available key and unlocking a door with it. This sort of low-level
achievement - like wearing an overcoat found lying around, for instance -
should
not be enough. A memorable puzzle will need several different ideas to solve
(the Babel fish dispenser in "Hitch-hikers", for instance).
4. Density
Once upon a time, the sole measure of quality in advertisements for adventure
games was the number of rooms. Even quite small programs would have 200 rooms,
which meant only minimal room descriptions and simple puzzles which were
scattered thinly over the map.
Nowadays a healthier principle has been adopted: that (barring a few junctions
and corridors) there should be something out of the ordinary about every room.
One reason for the quality of the "Infocom" games is that the version 3 system
has an absolute maximum of 255 objects, which needs to cover rooms, objects and
many other things (eg, compass directions, or the spells in "Enchanter" et al).
Many "objects" are not portable anyway: walls, tapestries, thrones, control
panels, coal-grinding machines and so on.
As a rule of thumb, four objects to one room is about right: this means there
will be, say, 50-60 rooms. Of the remaining 200 objects, one can expect 15-20
to
be used up by the game's administration (eg, a "darkness" room, 10 compass
directions, a player and so on). Another 50-75 or so objects will be portable
but the largest number, at least 100, will be furniture.
So an object limit can be a blessing as well as a curse: it forces the designer
to make the game dense. Rooms are too precious to be wasted.
Macbeth: Did I ever mention that I hated those (n+1)-rooms quests with nothing
in them? Quantos's maze, albeit not an official quest, is probably the worst
example. Moreover, you shouldn't make your quest too long. It probably will get
too boring after some time.
5. Rewards
There are two kinds of reward which need to be given to a player in return for
solving a puzzle. One is obvious: that the game should advance a little. But
the
player at the keyboard needs a reward as well, that the game should offer
something new to look at. In the old days, when a puzzle was solved, the player
simply got a bar of gold and had one less puzzle to solve.
Macbeth: This is a bit more tricky in TubMud, with all our problems with quests
handing out tons of gold and special items. You should think twice before
handing out any material rewards. Some experience points would of course be a
better idea. But be careful not to unbalance the game.
Much better is to offer the player some new rooms and objects to play with, as
this is a real incentive. If no new rooms are on offer, at least the "treasure"
objects can be made interesting, like the spells in the "Enchanter" trilogy or
the cubes in "Spellbreaker".
6. Mazes
Almost every game contains a maze. Nothing nowadays will ever equal the
immortal

You are in a maze of twisty little passages, all alike.
But now we are all jaded. A maze should offer some twist which hasn't been done
before (the ones in "Enchanter" and "Sorcerer" being fine examples).
The point is not to make it hard and boring. The standard maze solution is to
litter the rooms with objects in order to make the rooms distinguishable. It's
easy enough to obstruct this, the thief in "Zork I" being about the wittiest
way
of doing so. But that only makes a maze tediously difficult.
Instead there should be an elegant quick solution: for instance a guide who
needs to be bribed, or fluorescent arrows painted on the floor which can only
be
seen in darkness (plus a hint about darkness, of course).
Above all, don't design a maze which appears to be a standard impossibly hard
one: even if it isn't, a player may lose heart and give up rather than go to
the
trouble of mapping it.
Macbeth: YES. Maybe that's a personal quirk of mine, but I resent mapping mazes
as part of a quest. This usually (though not always) means that the author was
lacking the imagination to come up with something more original. But of course
it is perfectly acceptable to send somebody on a wild-goose chase through a
maze
if he was too stupid to figure out an easier way.
7. Wrong guesses
For some puzzles, a perfectly good alternative solution will occur to players.
It's good style to code two or more solutions to the same puzzle, if that
doesn't upset the rest of the game. But even if it does, at least a game should
say something when a good guess is made. (Trying to cross the volcano on the
magic carpet in "Spellbreaker" is a case in point.)
One reason why "Zork" held the player's attention so firmly (and why it took
about ten times the code size, despite being slightly smaller than the original
mainframe Adventure) was that it had a huge stock of usually funny responses to
reasonable things which might be tried.
My favourite funny response, which I can't resist reprinting here, is:
   You are falling towards the ground, wind whipping around you.
   >east
   Down seems more likely.     "Spellbreaker"

(Though I also recommend trying to take the sea serpent in "Zork II".) This is
a
good example because it's exactly the sort of boring rule (can't move from the
midair position) which most designers usually want to code as fast as possible,
and don't write with any imagination.
Just as some puzzles should have more than one solution, some objects should
have more than one purpose. In bad old games, players automatically threw away
everything as soon as they'd used them. In better designed games, obviously
useful things (like the crowbar and the gloves in "Lurking Horror") should be
hung on to by the player throughout.
8. The Map
To maintain an atmosphere throughout it's vital that the map should be
continuous. Adventure games used to have maps like
            Glacier
               |
          Oriental Room  --  Fire Station
           (megaphone)        (pot plant)
               |
           Cheese Room

in which the rooms bore no relation to each other, so that the game had no
overall geography at all, and objects were unrelated to the rooms they were in.
Much more believable is something like
       Snowy Mountainside
                \
             Carved Tunnel
                   |
             Oriental Room  -- Jade Passage -- Fire Dragon
                (buddha)       (bonsai tree)      Room
                   |
             Blossom Room

Try to have some large-scale geography too: the mountainside should extend
across the map in both directions. If there is a stream passing through a given
location, what happens to it? And so on.
In designing a map, it adds to the interest to make a few connections in the
rarer compass directions (NE, NW, SE, SW) to prevent the player from a feeling
that the game has a square grid. Also, it's nice to have a few (possibly long)
loops which can be walked around, to prevent endless retracing of steps.
If the map is very large, or if a good deal of to-and-froing is called for,
there should be some rapid means of moving across it, such as the magic words
in
Adventure, or the cubes in "Spellbreaker".
Macbeth: This is VERY important in a MUD. Try to maintain consistency.
9. The End Game
Some end games are small ("Lurking Horror", or "Sorcerer" for instance), others
large (the master game of the mainframe Adventure). Nonetheless almost all
games
have one.
End games serve two purposes. Firstly they give the player a sense of being
near
to success, and can be used to culminate the plot, to reveal the game's
secrets.
This is obvious enough. But secondly they also serve to stop the final stage of
the game from being too hard.
As a designer, you don't usually want the last step to be too difficult; you
want to give the player the satisfaction of finishing, as a reward for having
got through the game. (But of course you want to make him work for it.) An end
game helps, because it narrows the game, so that only a few rooms and objects
are accessible.
The most annoying thing is requiring the player to have brought a few otherwise
useless objects with him. The player should not be thinking that the reason for
being stuck on the master game is that something very obscure should have been
done 500 turns before.
10. And Finally...
Finally, the winner gets some last message (which, like the opening message,
should have something amusing in it and should not be too long). That needn't
quite be all, though. In its final incarnations (alas, not the one included in
Lost Treasures), "Zork I" offered winners access to the hints system at the
RESTART, RESTORE or QUIT prompt.
Macbeth: Of course, this is quite different in TubMud. You'll have to arrange
for a quest reward and guide the player back to a place which has a connection
to the rest of the MUD. There may even be more than just a message - use your
imagination. In general, a good quest doesn't even need to deal out a huge
amount of rewards - playing it will have been enough of a reward.
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Category 12,  Topic 1
Message 1          Thu Jun 10, 2004
TCOMPTER [TheDM]             at 17:22 PDT

Welcome to the Kingdom of Mercia, where you will find entertaining discussion
about our very own online chat-based Advanced Dungeons and Dragons campaign.

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 2          Fri Oct 12, 2001
TCOMPTER                     at 14:25 PDT

By way of introduction and bona fides;  I haven't played in years, but back in
the 80's I spent a good 10 years as DM of a pretty substantial campaign in a
world of my own design.  I've only played the 1st Edition AD&D rules, but I'm
very interested in the new 3rd edition rules regarding Armor Class, etc.

I'm trying to get a session going here, and if that goes well, and is popular,
we might even get a campaign going.

Join the fun!

_________
  | homas

 ------------
Category 12,  Topic 1  [MOVED]
Message 3          Fri Oct 12, 2001
SYNDICOMM [Sheppy]           at 18:42 PDT

I played 1st Ed. rules with a few things cribbed from 2nd ed.  But it's been a
good 7 years or so. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 4          Fri Oct 12, 2001
SCHNORENBERG [Roger]         at 20:45 PDT

I started playing D&D in 1981 as a college freshman.  I have continued
to play off and on through my military career as missions and postings
allowed.  It has been about two years since I last played.  I have
played both AD&D 1st and 2nd editions.  I prefer the 1st edition system
over the 2nd editions, but I'm comfortable playing both.  I'm currently
reading the 3rd edition PHB.  I'm not impressed so far, but I'm only on
chapter 3.

 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Lack of planning on YOUR part, does not justify an emergency on MY
 part!


 ------------
Category 12,  Topic 1  [MOVED]
Message 5          Sat Oct 13, 2001
KGAGNE [Ken]                 at 07:50 PDT

It's also been two years since I've played, but I've never used anything but
2nd edition AD&D.

I have as much experience playing in chat rooms as I do live with other
people.

-Ken

 ------------
Category 12,  Topic 1  [MOVED]
Message 6          Mon Oct 15, 2001
TCOMPTER                     at 08:16 PDT


>> Sheppy said:
> I played 1st Ed. rules with a few things cribbed
> from 2nd ed.  But it's been a good 7 years or so. :)

>>Roger mentioned:
> I have played both AD&D 1st and 2nd editions.
> I prefer the 1st edition system over the 2nd
> editions, but I'm comfortable playing both.

>> Ken replied:
> It's also been two years since I've played, but
> I've never used anything but 2nd edition AD&D.

Well I hope that it's ok to use mostly 1st edition rules then. However, as I
mentioned, I'm interested in the 3rd edition's simplified armor class / to hit
rules.   Here's my understanding of them, based on a pre-release on-line
article I read a while back discussing the differences between 2nd and 3rd
Edition.

(Roger, since you've got the 3rd Edition rules, could you correct/clarify
this?)

Basically, they've flipped the armor classes around 10.  IOW, AC10 is still
the same:  no protection.  however, instead of getting better as the numbers
go down, they get better as they go up!  So 11 is better than 10, etc.  AC of
less than 10 might indicate adjustments for characters that are stunned,
sleeping, otherwise unconscious, etc.   This has the benefit of eliminating
the confusing transition from positive to negative ACs, since you can have
unlimited ACs in the positive direction.  A conversion chart is below.

Old   New

-2     22
-1     21
0      20
1      19
2      18
3      17
4      16
5      15
6      14
7      13
8      12
9      11
10     10

Each character has a "fighter level" which may or may not be their actual
level depending on class.  A Magic-User, for instance must reach level 5
before they become fighter level 2.

So, attacks become very simple:  You simply roll against your opponent's armor
class, and add any bonuses; +1 for each fighter level, +? for strength, magic
weapons, whatever.  So the player simply has to keep track of the total of all
their bonuses, and add it to their attack roll.


Ken said:
> Now that sounds cool!  Any specifics about the adventure?
> Setting, level of characters called for, etc.?

For the first session, I'm using the free module _Caves_of_Shadow_!_  The
characters are pre-set (I believe they are 2-3rd level).   If any of you have
read the module, let me know, I'll try to rearrange things to make them
interesting. If you haven't read it, DON'T!  (until after we play  :)

I'm looking at the first session as a sort of Beta test for the mechanics of
running a session.  If we all like it, and want to continue, I've got reams
(10 years' worth) of material to draw on for a campaign.


Ken:
> I have as much experience playing in chat rooms
> as I do live with other people.

Perhaps you can give me some tips or ideas on how the sessions have been
conducted where you've played before.  As I said, I've never done it in a chat
room, only live.


I think I'm far enough along on preparing the materials to start talking about
a date.  Monday evenings work best for me, but I'm pretty flexible.  What is
best for the rest of you?

_________
  | homas



 ------------
Category 12,  Topic 1  [MOVED]
Message 7          Tue Oct 16, 2001
TCOMPTER                     at 10:13 PDT

Ok, folks, I'd like to _tentatively_ schedule our first adventure for Monday
night, the 22d of October.  If any of the three of you can't make that, let me
know.  Since we haven't found a 4th yet, I'm going to see if Jeannie wants to
try it.

Here are some incomplete character descriptions for you to choose from.

REGDAR
Human Fighter
Regdar is a champion of good, pledging his mighty sword to the cause of
justice. He fights to cut down evil and to gain skill and experience for his
crusade. Of all the weapons he has been trained to use, Regdar prefers a
two-handed greatsword, even though it keeps him from protecting himself with a
shield. Regdar's job on an adventuring team is to kill the monsters and
protect his teammates.

JOZAN
Human Cleric
Jozan is a loyal follower of Thor, the mighty god of Thunder!  Thor expects
Jozan to serve him by fighting evil monsters wherever Jozan finds them. In
return, Thor grants Jozan the ability to cast powerful spells.
Jozan's job on the adventuring team is to heal and protect his teammates with
spells and help kill the monsters.


LIDDA
Halfling Rogue
Lidda is a halfling. Halflings are about half as tall as humans, and they tend
to be sneaky. Lidda is no exception.
Lidda's job on an adventuring team is to handle tricky things, such as locked
doors or potential traps. In combat, she does well if she can make a sneak
attack against her opponents.


MIALEE
Elf Fighter/Wizard
Mialee discovered her magic powers when she was young, and she's been learning
how to cast spells ever since. Her goal is to become a master wizard, so she's
always eager to test her magic against enemies. Elves are short, slender
people who live in the woods. They're renowned for the arts of magic,
sword-fighting, and song.
Mialee's job on an adventuring team is to cast her spells to support her
teammates and help them deal with the monsters. As an elf, she's also a good
shot with a bow.

Start thinking about which character you might want to play.  We can change
the names/sex of a given character if that is important.  The stats need to
remain where they are.  After we've agreed who is playing who, I'll send full
character sheets to the players.

ON another note, here's a quick poll:   Which of the following patterns are
easier to see/read in your particular chat client window?

////////////////////////////////////
//////////        //////////////////
//////////        //////////////////
//////////__////////////////////////
//////////        //////////////////
//////////                  ////////
//////////        ////////  ////////
//////////        ////////  ////////
////////////////  ////////  ////////
////////////////  ////////  ////////
////////////////            ////////
//////////////////////////  ////////
//////////////////////////  ////////


####################################
##########        ##################
##########        ##################
##########__########################
##########        ##################
##########                  ########
##########        ########  ########
##########        ########  ########
################  ########  ########
################  ########  ########
################            ########
##########################  ########
##########################  ########

I'm sort of leaning toward the pound signs.

Thanks,

_________
  | homas

 ------------
Category 12,  Topic 1  [MOVED]
Message 8          Tue Oct 16, 2001
SYNDICOMM [Sheppy]           at 13:30 PDT

>>>MIALEE

I'd like to play this one.  We can play her as female, that's fine by me.

>>> ////////////////////////////////////

This pattern is easier on my eyes.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 9          Tue Oct 16, 2001
SCHNORENBERG [Roger]         at 23:23 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> ON another note, here's a quick poll:   Which of the following
patterns
> are easier to see/read in your particular chat client window?

I actually preferred the diagram you posted to Cat 2 Topic 2 Msg 6:

>     Key:
>
>     /// = Rock
>
>     __ | = Door
>
>     ||| \\\ = Stairs
>
>     VVVV  = Ravine
>
>     @@@   =  Vegetation / Trees
>
>     //////////  //////////////////////
>     //////////  //////////////////////
>     //////       /////////////////////
>     ///            ///////////////////
>     @@@             @@@       @@//////
>     @@@@            @@@@     @@@@@////
>     @@     @@@      @@@@     @@@@@@///
>     @     @@@@@
>            @@@
>

The only problem I can see would be distinguishing rocks(///) from
stairs(\\\).  Using the pound sign for rocks would be good.

9 PM Eastern is good for me.


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Can E-Mail be grounds for Divorce ???


 ------------
Category 12,  Topic 1  [MOVED]
Message 10         Wed Oct 17, 2001
TCOMPTER                     at 05:54 PDT

Ok, then, moving right along, Jeannie has agreed to join our band of
adventurers, and she would like to play the halfling rogue, but would like to
change the name to Floren (short for Florentina).

So Sheppy's got dibs on the Mage, Jeannie on the Rogue.

Roger? Ken?  We've got a Fighter and a cleric left.  First come, first served
:)

_________
  | homas



 ------------
Category 12,  Topic 1  [MOVED]
Message 11         Wed Oct 17, 2001
SCHNORENBERG [Roger]         at 20:18 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> Roger? Ken?  We've got a Fighter and a cleric left.  First come, first
> served
> :)

No preference, either is fine with me.  Go ahead and choose Ken, I'll
take the one that's left.  :-)


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Psst, Your file is open....


 ------------
Category 12,  Topic 1  [MOVED]
Message 12         Sat Oct 27, 2001
SYNDICOMM [Sheppy]           at 14:05 PDT

We had a blast last night. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 13         Sat Oct 27, 2001
KGAGNE [Ken]                 at 15:36 PDT

Who died? :)

 ------------
Category 12,  Topic 1  [MOVED]
Message 14         Sat Oct 27, 2001
SCHNORENBERG [Roger]         at 17:32 PDT

Nobody, but I was at 1 HP for a little while.  Also, for some reason,
each time I came back online after being disconnected I found that my
character had done something stupid and taken damage.(Falling into a
ravine, playing with Green Slime) :-)

It was great fun and I hope we can do this on a regular basis.  Thomas
put a lot of work into preparing the adventure and it showed.
Converting the maps to text character graphics alone must have taken
hours.


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Reality:  A special case of no general interest


 ------------
Category 12,  Topic 1  [MOVED]
Message 15         Sun Oct 28, 2001
SYNDICOMM [Sheppy]           at 00:05 PDT

>>>It was great fun and I hope we can do this on a regular basis.  Thomas
put a lot of work into preparing the adventure and it showed.
Converting the maps to text character graphics alone must have taken
hours.

I'd love to play regularly, and I hope Thomas is up to it because he did a
great job!  Thanks to him and the players!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 16         Sun Oct 28, 2001
TCOMPTER                     at 13:02 PDT

>>>It was great fun and I hope we can do this on a regular basis.

I'm glad you all liked it.  I know I had a blast. :)

As far as doing it on a regular basis goes, I'd be delighted, but could
probably only manage every 3rd week or so.  As you've pointed out, it took
bit of preparation, and that was for a dungeon that I had the basic
description text for already!

Of course, we could rotate the DM'ing...

If you all would like to make a campaign, then we will have to think about
some rules, and you all will need to decide if you want to keep the
characters that you ran this first time, or start over with new
characters.    I also have no objection if you want to keep the
characters, but change names, history, whatever.   I think the characters
you used were 2-3 level characters.  If you want to keep the basic
characters you have, we will have to roll stats for them, and develop a
more detailed character sheet, etc.

As far as which edition rules to use,  I'm most comfortable with 1st
edition, with the exception of the Armor Class / to hit tables.   I really
like the idea of the positive armor class -- that way, I don't have to
pre-figure what each character needs to hit each monster in the adventure
before the game.

Anyway, those are my thoughts, and there is plenty of room for discussion.
:)

BTW, Roger, in looking over the log of the game, I noticed that there were
several occasions where you asked me a question, and I guess it scrolled
off the screen before I saw it, and I never answered you.  I apologize for
that.

_________
  | homas


 ------------
Category 12,  Topic 1  [MOVED]
Message 17         Sun Oct 28, 2001
SCHNORENBERG [Roger]         at 18:06 PDT

> As far as doing it on a regular basis goes, I'd be delighted, but
could
> probably only manage every 3rd week or so.

How ever often you feel comfortable with is fine with me.

> I think the characters you used were 2-3 level characters.  If you
want
> to keep the basic characters you have, we will have to roll stats for
> them, and develop a more detailed character sheet, etc.

Regdar is a 1st level Human fighter.  I would rather roll up a new
character than piece his stats together from what little was in the
description.  Not to mention converting him from 3rd to 1st edition.

> As far as which edition rules to use,  I'm most comfortable with 1st
> edition, with the exception of the Armor Class / to hit tables.   I
> really like the idea of the positive armor class -- that way, I don't
> have to pre-figure what each character needs to hit each monster in
the
> adventure before the game.

I prefer 1st edition as well.  I can preconstruct the hit tables for you
ahead of time.  I have the tables in the DMG.  (I can also construct
them on the fly in my head.  They're just simple arithmetic progressions
based on the character's THAC0.)

> BTW, Roger...

No problem, You were busy with running the game and doing a fine job of
it.  If they were that important, I would have asked them again. :-)

Roger




 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Some days you step in it..some days you don't...


 ------------
Category 12,  Topic 1  [MOVED]
Message 18         Sun Oct 28, 2001
SYNDICOMM [Sheppy]           at 18:49 PDT

Starting a new character would be fine with me. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 19         Tue Nov 13, 2001
TCOMPTER                     at 11:31 PDT

>>>Roger said:
> Since my fiance should be arriving....

>>> Sheppy replied:
> I'm with Roger: Friday nights are good (later is
> actually better for me in Pacific Time zone :),
> but the Friday after Thanksgiving would spell certain
> doom on the home front. :)

Yeah, come to think of it, it might not have been too popular here either  :)

Ok, then, let's tentatively schedule this Friday the 16th at 10PM for the next
adventure.  I'll try to get everything prepared by then.

I know I still owe you all Character sheets.

I finally bit the bullet last night, and spent the recommended 3.5 hours
training ViaVoice, so if I can get another evening or 2 free this week, I'll
be able to dictate most of the adventure, rather than having to type it all
in.

I'll also hopefully be posting some maps on my website here.  Roger, if you
don't have web access, I'll try to convert the maps to A2 APF files and email
them to you here.  I assume you have GS Shrinkit?  I'll also send you the
ShowMe NDA.

I'll also (geez, this is getting to be quite a list :) try to get some of the
adventure background and setting up here in this forum before Friday.  In
order to expedite play, I'll hope you don't mind if I take some liberties with
your characters' free will in order to get them to the right place at the
right time.  :)

_________
  | homas


 ------------
Category 12,  Topic 1  [MOVED]
Message 20         Wed Nov 14, 2001
SCHNORENBERG [Roger]         at 07:35 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> I know I still owe you all Character sheets.

Character sheets?

> I'll also hopefully be posting some maps on my website here.  Roger,
if
> you don't have web access, I'll try to convert the maps to A2 APF
files
> and email them to you here.  I assume you have GS Shrinkit?  I'll also
> send you the ShowMe NDA.

I have web access using Spectrum Internet Suite(SIS) and can download
files from the net.  FTP is more difficult to do right now.  I do have
GS ShrinkIt, but I would appreciate your sending me the ShowMe NDA.  I
think it's on the 100 MB SCSI hard drive that I can't access any more.
It may be on one of the A2 Central on Disk diskettes as well.

>  In order to expedite play, I'll hope you don't mind if I take some
> liberties with your characters' free will in order to get them to the
> right place at the right time.  :)

Flint distinctly remembers thinking that it would be a good idea if
he....


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Imprisoned in .QWK file!  Send the ZIP army!


 ------------
Category 12,  Topic 1  [MOVED]
Message 21         Wed Nov 14, 2001
TCOMPTER                     at 13:41 PDT


>> I know I still owe you all Character sheets.

> Character sheets?

Well, I got yours last night Roger, and it would put mine to shame.  Very nice
job.  It reminded me of all the things I need to keep track of.

>> I'll also hopefully be posting some maps on my website here.

> I have web access using Spectrum Internet Suite(SIS) and can
> download files from the net.  FTP is more difficult to do right
> now.  I do have GS ShrinkIt, but I would appreciate your sending
> me the ShowMe NDA.

I'll do my best, but time is tight between now and gametime.  :)

  In any event, the maps I want to post are not essential to the adventure
we're about to play, so that may be the task I set for myself over the
Thanksgiving holiday.

_________
  | homas

 ------------
Category 12,  Topic 1  [MOVED]
Message 22         Sat Nov 17, 2001
SCHNORENBERG [Roger]         at 19:04 PDT

Last night's session was fun.  Even the part were the dwarf repeatedly
fell down the outside wall of the tower.  In addition, I had forgotten
just how much low level characters miss in melee.

There is one thing that concerns me though.  Since we are going to be
doing this on a regular basis, I wonder if we should be tying up the
forum's Help chat room for several hours.  Perhaps we should ask the
forum manager to open up a chat room for D&D or, better yet, Role
Playing Games?  During last night's session I noticed a couple of people
who entered the room for a few minutes and then left.  If they entered
looking for help, they may have been confused or, worse yet, frustrated
by the fact that what was going on in there was clearly not a help
session.  I would not want the game to have a negative impact on any
other Syndicomm.com users.

What are other peoples thought on this?


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b7 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Oh, you asked if I had a hard DISK?


 ------------
Category 12,  Topic 1  [MOVED]
Message 23         Sat Nov 17, 2001
KGAGNE [Ken]                 at 19:13 PDT

Roger,

> During last night's session I noticed a couple of people who entered the room
> for a few minutes and then left. If they entered looking for help, they may
> have been confused or, worse yet, frustrated by the fact that what was going
> on in there was clearly not a help session.

I was one of those people.  I didn't know there was a game going on (I know it
was posted in this topic, but I'd forgotten) and wanted to see what everyone
was doing.  When I realized I'd intruded into the middle of a game, I left.

If the room had been renamed to "Kingdom of Mercia" or something, I would not
have entered.  If there was a command to monitor or listen, I would've quietly
popped into another room and watched the game for a few minutes. :)

-Ken

 ------------
Category 12,  Topic 1  [MOVED]
Message 24         Sun Nov 18, 2001
TCOMPTER                     at 12:40 PDT

Ken,

I saw you pop in, and figured you had come to watch.  :)  I certainly
wouldn't object to that, in fact, if you had stayed, I might have asked you to
take over one of the NPCs.  ("Guest-starring in tonight's episode:  Ken
Gagne!")


Roger,
I too would like it if there were a permanent "game room" here.  I'll make it
a poin to ask the forum manager to set one up.

_________
  | homas


 ------------
Category 12,  Topic 1  [MOVED]
Message 25         Sun Nov 18, 2001
SYNDICOMM [Sheppy]           at 13:10 PDT

Heh, we have a mess of NPCs tagging along right now. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 26         Sun Nov 18, 2001
SCHNORENBERG [Roger]         at 18:27 PDT

Ken,

I don't think it is possible to intrude on a game.  Personally, I think
everyone is welcome to watch or better yet join in.  As Thomas said, he
could use people to help run NPC's.  My only concern is that someone
might be denied help because we are using the help chat room.  They
might not want to interrupt the game to ask a question.  This would not
be right because the main purpose of the room is for help.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b7 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 I got lost in thought. It was an unfamiliar territory.


 ------------
Category 12,  Topic 1  [MOVED]
Message 27         Mon Nov 19, 2001
KGAGNE [Ken]                 at 07:26 PDT

Roger,

> I don't think it is possible to intrude on a game.

Careful; I may take that as a challenge. <g>

-Ken

 ------------
Category 12,  Topic 1  [MOVED]
Message 28         Mon Nov 19, 2001
SCHNORENBERG [Roger]         at 17:47 PDT

Ken,

> Careful; I may take that as a challenge. <g>

That's okay, it wasn't meant to be one. ;-)  I would however like to
invite you to join the game as an active participant.  Either by
assisting Thomas with running an NPC or by creating and role-playing a
character of your own.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b7 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Online?  Good, hit Alt-H for FREE Unlimited Access !


 ------------
Category 12,  Topic 1  [MOVED]
Message 29         Fri Jan 04, 2002
KGAGNE [Ken]                 at 15:45 PDT

Let's say you've just taken an arrow wound to the torso, and you can't pull it
out.  Most people would snap the shaft, so that a smaller portion is
protruding.

Why?  To lessen the amount the arrowhead is moving in the wound as the shaft
wobbles back and forth?

-Ken

 ------------
Category 12,  Topic 1  [MOVED]
Message 30         Fri Jan 04, 2002
SYNDICOMM [Sheppy]           at 16:12 PDT

>>>Why?  To lessen the amount the arrowhead is moving in the wound as the shaft
wobbles back and forth?

Have you tried walking around and doing stuff with an arrow sticking out of
you?  Not exactly convenient. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1  [MOVED]
Message 31         Fri Jan 04, 2002
KGAGNE [Ken]                 at 17:06 PDT

> Have you tried walking around and doing stuff with an arrow sticking out of
> you?

Have you? <G>

> Not exactly convenient. :)

I'd imagine not, but snapping the shaft does not remove the arrowhead.  Is it
a matter of making it as small and inconvenient as possible?

-Ken
(watching Braveheart)

 ------------
Category 12,  Topic 1  [MOVED]
Message 32         Fri Jan 04, 2002
SYNDICOMM [Sheppy]           at 23:49 PDT

>>>I'd imagine not, but snapping the shaft does not remove the arrowhead.  Is
it a matter of making it as small and inconvenient as possible?

Well, leaving the head in can help seal torn blood vessels (and removing it can
tear things up even more).  Breaking the shaft off is probably mostly about
reducing the risk of having the arrow jostled around inside you.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1  [MOVED]
Message 33         Sat Feb 02, 2002
KWS                          at 20:51 PDT

> Well, leaving the head in can help seal torn blood vessels (and removing it
> can tear things up even more).  Breaking the shaft off is probably mostly
> about reducing the risk of having the arrow jostled around inside you.

I recall learning in school that if you (or someone else) poked yourself in
the eye with a pencil, you should put a cup over it so it won't get bumped
around.

Arrows (and fish hooks and snake teeth) are shaped in such a manner that they
go in easily, but don't like to go out the same way.

Assassinated President James Garfield didn't die from being shot, he died from
infection after a dozen doctors pokied their fingers into him, trying to find
the bullet.

 ------------
Category 12,  Topic 1  [MOVED]
Message 34         Thu Feb 21, 2002
KGAGNE [Ken]                 at 19:51 PDT

Some online quizzes:

What D&D Character Are You?

        http://www.students.uiuc.edu/~ellingwd/dndwho/index.html

What Would Your Stats Be in AD&D?

        http://blanchard.virtualave.net/war/dndstats.html

 ------------
Category 12,  Topic 1  [MOVED]
Message 35         Mon Mar 18, 2002
SYNDICOMM [Sheppy]           at 10:03 PDT

When are we going to play again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 36         Thu Apr 04, 2002
SYNDICOMM [Sheppy]           at 14:46 PDT

So... what's the deal on the divvying of the loot? :)

And when do we get to campaign again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 37         Fri Apr 05, 2002
TCOMPTER                     at 07:56 PDT

The graceful and learned elf Mialee uncharacteristically asked:

> So... what's the deal on the divvying of the loot? :)

When the august and venerable Dungeon Master can scrape together 2 hours of
free time not otherwise spent on such mundanitites as earning a living and
paying the piper(s), he will surely regard the equitable partitioning of
wealth gained by the party as his top priority.      :-^)    (<= please note
tongue planted firmly in cheek here...)

She went on to enquire:
> And when do we get to campaign again? :)

That will unfortunately require the accumulation of far more than 2 hours on
the part of our beleaguered DM.

However, in reference to said future endeavors, answers to the following
questions would be incredibly helpful to the DM in preparing appropriate
challenges yet to be taken on:

1.  Was this particular adventure too long, IOW, did it take too many sessions
(4-5) to play?  Would short, quickie adventures (1-2 sessions, like the first
one) be better?  The problem I see with them is that a) the ratio time spent
adventuring to the time spent working the "backstory" may be too low, and of
course, you don't get too much experience out of them.

1a. Speaking of the backstory, on the last adventure, the DM pretty much went
through the whole story, and basically dumped you into the front door of the
dungeon.   Is that better than letting you role-play the whole back-story,
which could easily consume an entire evening?  (It also taxes the DM more,
since you have many more possible things to do in town than in the dungeon.)
OTOH,  eliminating any interaction with the backstory can lead to simple
ROLL-playing, instead of ROLE-playing, which I find much more fun.

2.  Was the adventure well-paced?

3.  Was it too easy?  Too difficult?

4.  Were the rewards worth the struggle?

5.  Was the DM leading the characters through "the story" too much, or too
little?  Leading, and hints from the DM can help speed the play through boring
parts or dead ends, but can take away the feeling of self-determination.  Some
guidance is required, such as the last night when I really wanted you guys to
finish up the adventure, since you had seen all the important stuff.  But the
rest of the time, was it too much or too little?

6.   Is there a better way for the DM to handle activities, especially combat
activities?  Without miniatures, it's difficult to keep track of exactly
what's going on and who's doing what and going where.  (I'm trying to think
back to the days before miniatures came about, and remember how we handled
this.)

7.  Finally, is it time to move over to the RPG Forum, which would really be a
more appropriate place for this activity?  Is it technically feasible?

Thank-you for your time, and feel free to respond here or in email, if
necessary.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


P.S.  The beautiful and courageous Quenda has decided that the adventuring
life is not for her, and has decided to retire to her forest home to
contemplate nature in all its glory.  The  knowledgeable and wise DM suggests
that the party would be well-complemented by at least one person who wouldn't
let ethics get in the way of profits, if you know what he means.  ;>

 ------------
Category 12,  Topic 1  [MOVED]
Message 38         Fri Apr 05, 2002
SYNDICOMM [Sheppy]           at 23:06 PDT

>>>1.  Was this particular adventure too long, IOW, did it take too many
sessions

I thought it was good.  Long adventures are fun, especially if there are
puzzles and mysteries to solve.  I love mysteries to work out. :)

>>>1a. Speaking of the backstory, on the last adventure, the DM pretty much
went through the whole story, and basically dumped you into the front door of
the dungeon.  Is that better than letting you role-play the whole back-story,

I like to get the opportunity to really play the part of the character.

>>>2.  Was the adventure well-paced?

By and large.  I'd have liked more story and intrigue -- it was mostly battle
and treasure grabbing.

>>>3.  Was it too easy?  Too difficult?

Just about right.

>>>4.  Were the rewards worth the struggle?

Just about right. :)

>>>5.  Was the DM leading the characters through "the story" too much, or too
little?  Leading, and hints from the DM can help speed the play through boring

I think it was about right.  I like to have the opportunity to do things the
DM doesn't expect though.  I remember one game I played where we went on an
unexpected tangent and the entire campaign took a wild chane of direction; it
was great fun for everyone (even the GM).

>>>6.  Is there a better way for the DM to handle activities, especially
combat activities?  Without miniatures, it's difficult to keep track of

Well, it would be nice if we could have constantly updated position
information on a map, but that's not necessarily realistic.

>>>7.  Finally, is it time to move over to the RPG Forum, which would really
be a more appropriate place for this activity?  Is it technically feasible?

Yes, we need to just shift over to the RPG forum.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 39         Mon Apr 08, 2002
SCHNORENBERG [Roger]         at 00:16 PDT

I'm posting this message in 2 parts since SOAR gives me a "Message sending
timed out" error if I send it as one.

> The graceful and learned elf Mialee uncharacteristically asked:
>
>| So... what's the deal on the divvying of the loot? :)

ROTFLMAO

> 1.  Was this particular adventure too long, IOW, did it take too many

No this adventure was not too long, especially when you consider that
each session only lasted for two to four hours.  What makes it seem long
is that the sessions were spread out over six months.  Included in that
six months were December and January when holiday travel, etc. caused a
long delay.  While I would prefer that we play more frequently, it is
understandable that the frequency is strictly controlled by the DM's
limited available time to prepare materials and translate maps to
formats usable online.  So far the results of the DM's time have been
outstanding, and I do not begrudge him a single day of the six months.

> 1a. Speaking of the backstory, on the last adventure, the DM pretty
much
> went through the whole story, and basically dumped you into the front
> door of the dungeon.   Is that better than letting you role-play the
> whole back-story, which could easily consume an entire evening?

I would prefer to role-play more.  Role-playing is the basis of the
game.  The backstory was a good way to gather a diverse group together
and begin play without a lot of delay in starting a new campaign.
However, as the campaign continues role-playing should be the norm.
Because of the delays inherent in an online session, role-playing may
take longer, but it will be worth it in the long run.  We may need to
lengthen the sessions to allow for this.

> 2.  Was the adventure well-paced?

Yes.

> 3.  Was it too easy?  Too difficult?

It was very well balanced, especially given the weaknesses inherent in
the makeup of the party.  The party's weaknesses can be corrected if we
can get one or two more people to join us.

> 4.  Were the rewards worth the struggle?

Off the top of my head I think so, but since the party hasn't split up
the treasure yet I don't know for sure.  :-)

> 5.  Was the DM leading the characters through "the story" too much, or
> too little?  Leading, and hints from the DM can help speed the play

The DM struck the right balance through out the adventure.  This was a
dungeon crawl and as such you go in, you look around, and you get out
without dying and hopefully having accomplished the reason you had for
entering the dungeon in the first place.  In the future campaign, an
increase in role-playing and a decrease in backstory may be better
however.

 ------------
Category 12,  Topic 1  [MOVED]
Message 40         Mon Apr 08, 2002
SCHNORENBERG [Roger]         at 00:30 PDT

Part 2 of 3

> 6.   Is there a better way for the DM to handle activities, especially
> combat activities?  Without miniatures, it's difficult to keep track
of
> exactly what's going on and who's doing what and going where.

The fault lies with the players.  We must keep making a conscious effort
to plainly state our actions in the heat of battle.  This is especially
true when we have to take the time to type out our actions online.  For
example, simply stating "Flint attacks with his Battle Axe." (a Macro I
have setup during play) may not be enough.  I may need to take the time
to type in whether Flint attacks the enemy across the overturned table
he is behind or that he takes the extra time to move around the table
and negate the enemy's advantage of 50% cover from the table.  Being
more explicit in stating our actions will not only aid the DM in his
efforts to adjudge the flow of combat, but it will also aid other
players (and any observers in the chat room) in visualizing the
situation and assist them in determining their actions.

> (I'm trying to think back to the days before miniatures came about,
and
> remember how we handled this.)

Huh?  Miniatures predate 'Chainmail'.  :-)

> 7.  Finally, is it time to move over to the RPG Forum, which would
really
> be a more appropriate place for this activity?

Unfortunately the RPG forum is still under construction and there is no
activity there.  Having just looked into the chat area, the 14 rooms
they have setup appear to indicate that the forum manager(s) have
different plans for the forum which center around the MUD.  It may take
additional time to alter the forum to include us.  To date there has
been no activity on the boards.  I included them in my OLR when the
forum was announced around the beginning of the year, and have made
nightly runs looking for postings.  We should not move until the forum
can support us.  On a side note; while we are by default an RPG, we are
also a live game and it is not inappropriate for us to remain in the
Live Games forum.
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> P.S.  The beautiful and courageous Quenda has decided that the
> adventuring life is not for her, and has decided to retire to her
forest
> home to contemplate nature in all its glory.

She will be greatly missed by all members of the party.  It is an
unfortunate fact that dungeon crawls do not give Rangers a chance to
exercise the special abilities of the class.  If she had stayed she
would have been indispensable in an outdoor adventure.  As it was, there
was no way we could have quickly located Flint's mule at the end of the
last adventure with out her.

> The  knowledgeable and wise DM suggests that the party would be
> well-complemented by at least one person who wouldn't let ethics get
in
> the way of profits, if you know what he means.  ;>

The Dwarven Cleric Flint has no idea what you are talking about.  He
does however wish someone in the party was able to deal with the traps
that nasty evil creatures might leave for the party to stumble across as
they do the work of Good.  ;-)

Is there anyone else who wishes to join us?
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 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Register all shareware, but copy the commercial stuff.


 ------------
Category 12,  Topic 1  [MOVED]
Message 42         Mon Apr 08, 2002
SYNDICOMM [Sheppy]           at 07:11 PDT

>>>Because of the delays inherent in an online session, role-playing may
take longer, but it will be worth it in the long run.  We may need to
lengthen the sessions to allow for this.

I'm wondering if it might be possible to do some of the less action-oriented
role playing in the bulletin board between intense sessions.  I'm not sure
how, exactly, but it's worth thinking about.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Roger suggested:
> > Because of the delays inherent in an online session,
> > role-playing may take longer, but it will be worth it in
> > the long run.  We may need to lengthen the sessions to
> > allow for this.
 To which Sheppy replied:
> I'm wondering if it might be possible to do some of the
> less action-oriented role playing in the bulletin board
> between intense sessions.  I'm not sure how, exactly, but
> it's worth thinking about.

That's EXACTLY what I would like to do!  Even back in the glory days when I
was running a live campaign, we would take care of some of the "plan and prep"
details between sessions.  For instance, a cleric would perhaps ask a boon of
his superior in the temple hierarchy, and I (the DM) would take a day to think
about it and give him an answer the next day at work.

Or, a fighter looking for some specialized martial training might make a side
journey that didn't involve the other players.  We would still role-play the
journey, conducting it in "slow motion."
Or, if the party is making a long distance journey that isn't likely to
involve hostile encounters, that can be done in "real" time, with the DM
describing the encounters of the day, and the party answering with their
actions/decisions.

In summary, although I definitely want to role-play the in-town activities,
I'd like to try to do some of it between live sessions, as Sheppy suggests.

Regarding Roger's comment:
> >We may need to lengthen the sessions to
> > allow for this.

Ironically, although Quenda's departure was sad :( it does have the positive
impact of allowing for longer sessions.

BTW, I should have the split-out done tonight. :)

____   __          _ _
 ||he  ||)ungeon  //\/\aster
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I've been thinking that it might be about time to post some more background
material about the Kingdom of Mercia, so here goes.

What follows, over the next several messages, is a briefing packet presented
to His Majesty King William III by his Royal Historians and advisors.


My Apologies to J.R.R. Tolkien.

____   ___          _ _
 ||he  ||_)ungeon  //\/\aster
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An Abbreviated Historie of the Knowne Worlde as compiled for his Royal
Majesty William III of the Great and Indomitable Kingdom of Mercia;
Protector of Valonia and Devonshire, Friend of the Free Peoples of Rahn
and Gaent, and Lord of the Misty Isles.   What follows is a summary of
the knowledge gleaned from the many ancient tomes in the Royal Library of
Mercia, as well as the accumulated knowledge of the mightiest sages of
the worlde.

CHAPTER THE FIRST

In the beginning, there was naught but Entropy, and Entropy reigned in
the cosmos. Of Entropy was born Symmetry and Balance.  Out of the Grey
was born the Darkness and Light. And the Darkness was Evil and the Light
was good. But the Darkness and Light were without form and substance. Yet
they became distinct entities with wills of their own. And since their
wills were disparate, they became separate, and dwelt apart. Thus, there
was on the one hand, Darkness, and on the other, Light. For many
millennia they were each to themselves content. But the essence that was
Darkness looked upon the Light and was jealous, for the Light was
beautiful, and the Darkness was not. And so the Darkness secluded itself
within its own essence and knew hatred.

The Darkness wished to obliterate the Light, but could not for they both
were still without form or substance, and thus there was naught that it
could do to harm the Light.  So it communicated with the Light and
suggested that they create beings in their own likeness, in order to
expand the balance of Light and Darkness throughout the cosmos. In truth,
it meant to destroy the creations of Light, and eventually obliterate
Light from the cosmos.

And so they took each to themselves and bent their wills to the creation
of beings in their own likeness.  And so much of their own energies did
they pour into this work that they were themselves diminished, and their
essence was rebegotten in the form of their creations.  And thus were
born: the Gods!  And the Gods were like unto the essence from which they
were fashioned, that is, some were Good, and some Evil. And some were
formed by accident that were neither good nor evil, but a balance of the
two and these were known as the Gods of Symmetry.

 And the essence of Darkness that was still within the Children of
Darkness still felt hatred toward the Children of Light. But as they were
created in a different place than the Children of Light, they still could
not reach them in order to do them harm. Now, the number of the Gods was
at first small. But as millennia past, the Gods begot other Gods and
formed themselves into coalitions and carved dwellings for themselves out
the cosmos, each pantheon fabricating its own plane of existence, thus
splitting the Cosmos into many facets, as a jeweler would cut a gem.

Still, the Gods were separated by their own inventions, now known as the
planes. This isolation continued until at last, by working together, the
Children of Light were able to create a plane which touched upon all the
others (generally referred to now as the astral plane). In this manner,
they were able to trade ideas and new discoveries. But the Children of
Darkness saw this as an opportunity to finally make war on the Children
of Light. They invaded the dwellings of the Children of Light, attempting
to destroy them, or drive them into the void. However, in this battle
they proved unvictorious, for their power was greatly diminished in the
planes of Good. Yet they were able to wreak such great havoc that the
Gods of Light decided that something must be done.

Here they faced a dilemma, for although the Children of Darkness could
not defeat the Children of Light on the planes of Light, nor could the
Children of Light defeat their opponents on the planes of Darkness.  For
it was in their own place in which the Gods maintained their greatest
power. It was the Gods of Symmetry who saw and manifested the solution to
this dilemma. They created another place where none of the Gods held
undue sway. It was here that the disputes of the Gods could be settled.
It was also here that the Gods of Symmetry (or the Elemental Gods, as
they are more often referred to) found their greatest delight. For this
was a creation of their own spirit, and it was the most glorious and
beautiful place in all the cosmos.

This special place is the universe we know and live in, known to the wise
as Primus Materialis. Speculation has it that there have since been other
prime material planes created since the first, each one different in some
respects. Nothing is known for sure of these other universes, although
some suspect that some Gods spend more time and energy in one universe
than another.  So it is that some Gods are more powerful in one universe,
and less powerful in another.
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CHAPTER THE FIRST, Continued

In the First Era of our world, none walked the face of the earth but the
Gods themselves, their only purpose in so doing being to settle some
dispute amongst themselves. It may be superlative to point out that the
very Gods battling on the face of the world destroyed much of the land.

Mountains were thrown up, valleys gouged out, and the courses of rivers
were changed by this supernatural violence.

After a time, it was discovered that no permanent damage could be done to
the Gods in our world, for even should their physical forms be destroyed,
it only meant that their essence would be whisked back to their plane of
origin, there to recoup their strength.

And so it came to pass that the Gods gave up their personal warfare, and
for a time kept to themselves.

But the earth was ravaged, and for this the Elemental Gods were greatly
saddened. Though the ravages could not be reversed, something could be
done to save the remains. And so the Gods of Symmetry created the Tenders
of the Earth, to care for the world, in the mountains and forests, the
plains and the hills, in the rivers and seas and the desert. This was the
beginning of the Second Era.

It is not known by whom and for what purpose the first mortal race was
created, or indeed, which race it was, although it is generally conceded
that the elves are the oldest of the races. What IS known for certain is
that many of the Greater Gods, true to their competitive nature, each
created a race after their own likeness. And at first, the germination of
each race was placed in an area isolated from all the others in order
that they may multiply and gain the strength of numbers.

As the eons past, the races grew and multiplied, spreading over the face
of the globe, some interbreeding to form new races. As the several races
grew and multiplied, various social customs and traditions were developed
by many of the tribes, depending on which God or Gods they worshipped.
Naturally enough, some of these traditions conflicted when two or more
groups came together. Often this was not without purpose, for ever have
the Gods used people as instruments of their will. And thus did people
become directly or indirectly involved in the disputes of the Gods. This
is how warfare had its beginning. And since the beginning of civilization
people have been fighting not only their own wars, but also the wars of
the Gods.
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CHAPTER THE SECOND

We know precious little about the very early civilizations occupying our
continent. What we do know has been passed down to us generation after
generation by the sages and bards. Herein will be set down the origins of
the major racial groups now known to inhabit our continent.

It is thought that this continent was originally inhabited by none but
the dwarves on the western half, and the Giants on the eastern half, the
latter most likely originating in the Great Darnik Mountains or the
Barrier Peaks.

The Elven folk arrived on this continent long before men did, sailing
from the western continent. The only folks they originally came into
contact with were the dwarves.  Since they were such different peoples,
they naturally regarded each other with tolerance at best, and antipathy
at worst. However, since the dwarves preferred the hills, mountains, and
caverns in which to dwell, and the elves preferred the woods and open
dales, they did not compete much for living space.

At some point in time can hobbits, or halflings. Since the halfling folk
don't as general rule keep any historical records other than their own
family trees, it is difficult to ascertain where they came from, although
the best guess is most likely that they came from the same continent as
the elves. Once they put ashore, (on the far western tip of the
continent's), they did not travel far before they settled in what is now
known as Devonshire. Hobbits are not known for their adventurousness, and
they normally do not travel far from their homes. They are simple folk,
content with the simple pleasures of life, and they never spread far from
their original beachhead in the Devonshire. That is still the place were
the greatest concentration of hobbitfolk can be found today.

The elves however, traveled the continent far and wide, many dropping off
along the way, starting new kingdoms here and there, before the main body
settled in the Firiynn Forest and formed the Kingdom of Llanfyllin.

During this time the dwarves traveled little, staying close to their
original homes in the Lendour Mountains and the Iron Hills. They did come
into contact with Giant-kind, and the instant enmity began which was to
last forever.

It is not clear when man first touched the shores of this landmass. It
was several millennia before the beginning of our recorded history, in
any case. Men expanded rapidly on the eastern continent, and eventually
over-populated it. Early traders lost at sea were probably the first men
to reach the shores of the new land. As the centuries passed, small
groups of men made the perilous journey across the narrow straits between
the continents. But as shipbuilding techniques grew, and more daring man
lost their fear of the open sea, wave after wave of settlers began
pouring across the channel. Before too many centuries had passed, man had
spread over the entire continent.

What motivated the first adventurous settlers to start a new life on the
shores of a new continent is a question best left to the philosophers and
sages, but as each new wave came across the straits, they either pushed
aside, merged with, or were themselves pushed back by the present
occupants. Thus, several different peoples inhabited the lands.

Thus did the major races and peoples immigrate to this continent.  Very
few details are known of this, the Second Era, but legends abound of
great heroes, powerful mages, and mighty empires. Unfortunately, of fact,
little is known.
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CHAPTER THE THIRD

The beginning of the Third era, also known as the "Golden Age of Man", is
marked by the emergence of men as the dominant race on the continent,
this dominance of being not in rulership, but in numbers only. Because of
their relatively short life cycles, the population expanded swiftly, and
spread over the entire continent. This threatened to drive the other
races into extinction, as humankind proliferated and expanded its domain.

Kingdoms and empires took shape and knowledge in all manner of things
became widespread and great.  The great mages discovered secrets of
monumental power known as the "Great Magicks".

Then suddenly, calamity struck. A scourge was visited upon the face of
the earth in the form of a horrendous disease afflicting only the human
race. In a period of a decade or less, it had swept over the face of the
continent and killed over half of the human population. By the time it
had run its course, only 1 man in 3 would survive this horrible
onslaught.  Within a short 50 years, the progress of centuries was
reversed, and human civilization deteriorated into barbarism. Cities were
deserted or sacked and burned; Law was all but lost, and Chaos ensued.

In the opinion of some, the Great Plague was the manifestation of some
victory of the Lords of Chaos. To others it was the jealousy of the Gods
for the great knowledge that man had developed that sparked this horror.
Whatever the reason, it was a catastrophe of unimaginable proportions.
With it ended the "Golden Age of Man."
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CHAPTER THE FOURTH

In the chaos which followed the Great Plague, much of the knowledge
gained over the previous several millennia was lost. Science and the
Arcane Arts had to virtually begin again from scratch. Among the high
Elven sages, some of the ancient secrets were preserved, but since they
never tampered with the Great Magicks, all knowledge of them was lost.
Many secrets and mysteries remain today unsolved and buried within the
bowels of the earth awaiting rediscovery.

Recovery from the plague's devastation was painfully slow, but eventually
civilization returned to the world, or at least to most of it.  Some of
the more remote areas remain in their barbarian state even today.

Towns and cities sprang up, sometimes on the site of old ones, sometimes
in new places. Trade between the cities began again, allowing
civilization to once again root itself in the worlde.

The land in our own part of the worlde is remarkably suitable for
agricultural domestication, and therefore, as the society in this area
developed, land became a powerful economic tool. And since a powerful
economic tool is usually also a powerful political tool, it came to pass
that those who held some land held some power, and those who held a great
deal of land held a great deal of power.  This is our current feudal
political system developed, with the King of Mercia being the "Chief"
landowner, and all of Your Majesty's vassals owing support to you in time
of war.

Here ends this treatise on the Historie of the Worlde as we know it.
Please refer also to our discussion of the political divisions of
significance in the world, as well as our notes on the major geographical
areas and items of interest.



Alfred, Chief Royal Chronologer
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Hereafter follows a discussion of the major political divisions in the Worlde,
as presented to his Royal Majesty King William III of Mercia. Included are
those divisions which are generally recognized as independent, sovereign
states.  The editorial comments contained herein are the considered opinions
of the Royal Advisers to the King.

=================================================
ANTIR, PRINCIPALITY OF
Ruler:  His Most Worshipful Mercy, The Prince-Bishop of Antir
        (Cleric, 14th level)
Capital:  Dhassa
Population:  635,000 +
Demi-Humans:  Elves, gnomes, and the occasional hobbit in the
                heavily forested regions
Humanoids:  few
Resources:  exotic woods, cloth
Type of Government: Theocracy
Method of Succession: Divine Choice

This country is ruled by Clerics. There is a strong religious order of Knights
known as the Knights of the Green. Most of the members are Paladins, although
there are some Rangers among them. All serve the forces of goodness and law,
and their religious zeal bestows upon them great courage in the face of
adversity.

Antir was founded as a theocracy 230 years ago, when the priests
organized a coup to displace the King of that time, who had fallen into the
depths of decadence. Since then, the priests have ruled Antir in relative
peace, although there are continual skirmishes with the denizens of the wild
lands to the east. The Knights of the Green patrol the border, and maintain
the peace.

=================================================
CAERNARFON, KINGDOM OF

Ruler:  his illustrious Majesty, Thrain Orcbane,
                (Fighter/Thief, 9th/13th level)
Capital:  CaerDurin
Population:  195,000
Demi-Humans:  almost all dwarves and gnomes
Humanoids:  many orcs, goblins, kobolds, and giants
Resources:  gold, silver, platinum, fine metal craft goods
Type of Government:  Feudal Monarchy
Method of Succession:  Father To Eldest Son

This dwarven Kingdom is the home of perhaps 70% of the (known) world's
dwarves and gnomes. The boundaries of this kingdom
are far from secure, and the area is heavily infiltrated with all sorts of
humanoids, being on the edge of the wilderlands as it is. The dwarves are in a
constant state of warfare with these humanoids, and maintain a relative peace
by the "Strong Point" method of defense. That is, they secure small pockets
around their underground cities, and leave the rest of the area to the
humanoids. Of course, this makes commerce difficult, but that is how the
dwarves like it, since if the area were secure it might tempt more humans
etc., to try to mine for the precious metals and minerals that the dwarves
covet so.

Dwarven-made armor is sought after the world over, but it is hard to come
by for several reasons. First, as pointed out above, the trade routes are
rather hazardous, causing the merchants' mark-up to be considerable.
Additionally, dwarves spend most of their effort on making things for dwarves,
and when they do sell it, it is at a high price.


=================================================
Confederate States of the Merchant Princes
Ruler:  the 9 "Princes"
Capital:  none
Population:  120,000
Demi-Humans:  some dwarves in the hilly regions and others in the cities
Humanoids:  many
Resources:  mixed. Commerce
Type of Government: Confederacy
Method of Succession: varied from state to state

The merchant fleet of these combined states rivals that of Gaent, and their
central location allows them to be a major force in the control of cross
Continental caravan traffic.

Although the governments in power in each of the states plead innocence, it is
known that there are elements that run slave rings to supply the Empire with
the slaves they need to fuel the Empire's despotic economy. They also
controlled a majority of the caravan traffic going across the Great Desert by
supply a "Protection" against the numerous "Outlaws" and "Bandits" that would
otherwise (and often still do) plague said caravans. Some of their Commerce is
legitimate, and many exotic goods are brought from the eastern portion of the
continent or even from the Far Eastern continent. Food production goes on, but
not in exportable quantities. In fact, they import some foodstuffs from
Mercia.
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DALRIADA, KINGDOM OF

Ruler:  The Great Druid (Druid, 14th level)

Capital:  Mysk
Population:  165,000
Demi-Humans:  here and there an elf or two
Humanoids:  some, hidden away
Resources:  Woodcraft, furs, limited fishing
Type of Government: Theocratic Pedocracy
Method of Succession: Selection by a Council of Druids

The King leads the Dalriadans in warfare, but in reality he holds little
political power, and is more or less a war-leader. Most of the political
power is held by the druids, who exercise their control over the populace
only by the respect that the people hold for the wisdom and knowledge
that the Druid possess. By far the single most respected (and most
inaccessible) person in the country is the "Great Druid", and it is he
that passes judgment on matters of national policy when any are passed.
He lives a very secluded life, surrounded by and seen only by initiates
of the 5th Circle or higher.

Due perhaps to the predominantly cold weather in this part of the world,
the inhabitants of Dalriada have maintained a fairly primitive (some say
barbarian) lifestyle, and live in small villages called "crannogs" or
ring forts. The smallest political unit is the extended family, which
would occupy a single crannog or very small ring fort.  A group of
families might occupy a larger ring fort, and nobles most certainly
occupy large ring forts. Caves are also used to some extent, and it is
believed that the Great Druid lives in a massive and intricate cave
complex.

This country has no political ties outside their own borders, and since
the land is rather unappealing, not too many invading forces trouble
them, except for occasional raids from the Icy Wastes and from the
Jarlsrang.


=================================================
DEVONSHIRE

Ruler:  Thane Therigan Turnbottom
                (Fighter/Thief, 6th/9th level)

Capital:  Fordham-on-the-Loudwater
Population:  30,000 +
Demi-Humans:  Mostly Hobbits
Humanoids:  None to speak of
Resources:  Pipeweed, cotton goods, raw and finished.
Type of Government:  Republican Geriatocracy
Method of Succession:  Chosen by the current Thane;  usually the oldest
child.

Devonshire is the major habitation of Hobbits. It does not require a
great deal of governing, as most citizens mind their own business,
farming and/or shepherding in the fields about. The people are led by a
Thane, who exercises his limited authority only in times of crisis or
disaster, which don't come often, as Devonshire is shielded on all sides
by friendly countries.

Their only major export is pipeweed, which for some peculiar reason grows
better in Devonshire than anywhere else on the continent.


=================================================
GAENT, KINGDOM OF

Ruler:  His Royal Highness, Eric the Young
                 (Fighter, 15th level)

Capital:  Stone Harbor
Population:  256,000
Demi-Humans:  Few
Humanoids:  Some, especially in the mountainous regions
Resources:  fishing and shipping, some foodstuffs, and silver in the
mountains
Type of Government: Feudal Monarchy
Method of Succession: handpicked by current monarch

Gaent retains its prominent world position through its power on the high
seas. It virtually controls the sea from the pirate coast to Dalriada.
Their merchant fleet is immense, and their Navy the most powerful in the
world. They are having some difficulty now with the forces of the King
the spread thinly in the eastern half of the country to protect it from
raids from the east and south. Eric is a genius in naval warfare, but is
hard pressed by the harassments on his southeastern border. His attention
is divided between those troubles and the problems his fleets are facing
at sea with the substantially increased pirating of late.


=================================================
JARLSRANG

Ruler:  His Most Ferocious Lordship, the Ice King of Jarlsrang
                (Barbarian, 16th level)

Capital:  Skymeet
Population:  40,000+
Demi-Humans:  Some dwarves
Humanoids:  Many tribes of the hardier stocks of Orcs and Gnolls
Resources:  Fishing, silver, gold and Platinum (hence the dwarves).
Type of Government: Autocracy
Method of Succession: By Right of (usually non-lethal) Combat

Jarlsrang is a collection of barbarian tribes, which is ruled by the
greatest of the tribal chiefs, as determined by the tournament held every
5 years in Skymeet. The latter isn't really a capital per se; it is more
just a meeting point for the tribal chiefs, where they make their
decisions about where to raid next etc.

The final authority of decision rests with the King, but there have been
known to be challenges to his authority, which are usually settled in a
fight. He usually listens to the other Chiefs though, since the less
challenges he must fight, the longer he will stay in office.

When not hunting or fishing, the barbarians in this region spend their
time raiding the northern coast of Heimwald and Gododden, adding to the
tribulations of those folk, or occasionally across to their neighbors in
Dalriada.
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LLANFYLLIN, WOODLAND KINGDOM OF

Ruler:  His Eminent Majesty, Thranduil, King of the Silvan Elves
(Fighter/Magic-User, 7th/10th level)

Capital:  Nargothrond (on the River Narog)
Population:  30,000  (?)
Demi-Humans:  All Silvan Elves
Humanoids:  NONE
Resources:  Self-sufficient economy of hunting, fishing and gathering.
Type of Government:  Monarchy
Method of Succession:  Unknown.

The mysterious land of Llanfyllin is the home of the Wood Elves.
Migrating here in the Second Era, they have secluded themselves here ever
since. They have as little contact with the outside world as is possible,
although some wood products are traded for crude ore of various metals
for their smiths to work. They always send representatives out to do the
trading, as no non-elves are allowed within the borders of the country
without the express permission of the King. The borders are patrolled by
squads or platoons of archers all the time, and intruders are harried
until they turn around and leave. If they do not leave after reasonable
warning has been given, they're shot.


=================================================
MERCIA, KINGDOM OF

Ruler:  His Royal Majesty, William III, King of Mercia, Duke of Gwent,
Protector of Valonia and Devonshire, and Lord of the Misty Isles.
        (Paladin, 17th level)

Capital:  Kendall
Population:  1,375,000+
Demi-Humans:  A good number, mixed in cities, and pocketed in towns
Humanoids:  A few, mostly in the mountains and sparsely populated areas
Resources:  Foodstuffs, textiles
Type of Government:  Feudal Monarchy -- Kingdom - Duchies - Counties -
Baronies
Method of Succession:  Father to Eldest Son

Mercia serves as the finest example of how feudalism is supposed to work.
The succession of Kings in the family of William III has been unbroken
for the past 400 years.  He and his forbears have ruled wisely and justly
since the Kingdom was founded in the year 523, by one of William's
ancestors, Artemis the Bold.

His Dukes, Counts and Barons have supported him faithfully and well in
the infrequent occasions when the kingdom has been at war, responding to
his call to arms as fast as would be considered possible. In return,
William interferes very little in the governing of the subordinate
fiefdoms in his kingdom.

While not currently at war with anyone, Mercia lends support to the
efforts of the Gaentians against the pirating and harassment from the
merchant princes.


=================================================
RAHN, PLAINS OF

Rulers:
    Moradin the Quiet (Ranger, 12th level) in the West
    Esther the Fearless (Cleric/Fighter, 5th/10th level) in the East
    Fingolin the Wise (Half-Elven Fighter/Magic-User,
            8th/12th level) in the North
    Yarley the Unyielding (Fighter, 13th level)  in the South

Capital:   Valera and Fulda
Population:  70,000+
Demi-Humans:  The Northern Province has a stong Elvish influence
Humanoids:  Few and far between
Resources:  Horses, Furs
Type of Government:  Oligarchy
Method of Succession:  To eldest child, regardless of sex

Known for their outstanding horses, these basically nomadic people have
no great cities , and although the two capitals are fairly good-sized
towns, their architecture is not on a grand scale, and castles are few
and far between. Because of their proximity to more settled States, they
have established some number of towns and villages, which act primarily
as trading centers. The population is sparsely distributed, and for the
most part herdsmen and hunters, although round the towns, some limited
agriculture takes place. Additional foodstuffs are imported from Mercia
and Gaent.

Their horses command tremendous sums in the markets of other lands, but
these people are very jealous of their horses, and generally only the
poorer stock (still better than most horses) actually leaves the country.

Warfare, when it takes place, is conducted almost solely on horseback,
the force consisting mostly of light and medium cavalry armed with bows
and lances and scimitars. There is a very small number of heavy cavalry,
and each town supports a small garrison of ft. to defend itself.  Most of
the threat facing the plains is from the humanoids from the wild lands to
the north and east, and the raiding nomads from the great desert to the
southeast. Most threats are easily dealt with due to the highly
sophisticated messenger system employed all over the country. Before a
serious invasion could get far, the word would have reached the ears of
the leaders, and reinforcements can be dispatched very swiftly.

Government at the high level is conducted by consensus of the 4
provincial leaders, and on the smaller scale by consensus of the elders
of any given town or clan.

 ------------
Category 12,  Topic 1  [MOVED]
Message 53         Mon Apr 29, 2002
TCOMPTER                     at 22:09 PDT

RHEGED, HIGHLAND DUCHY OF

Ruler:  His Noble Grace, the Duke of Erinbrough
                (Fighter, 14th level)

Capital:  Erinbrough
Population:  75,000
Demi-Humans:  Some gnomes and dwarves, and a few hobbits
Humanoids:  some, scattered about the hills and mountains
Resources:  textiles and wool products, some copper and platinum
Type of Government:  Clan-based Patriarchal Confederacy
Method of Succession:  Father to eldest Son.

The Duchy of Rheged is a wild and sparsely populated country whose
political basis is the Clan. There are more than 20 clans in Rheged,
often feuding amongst themselves, unless an outside force threatens. In
that case, the Rhegedians are quick to put aside their petty squabbles
and unite to face the common enemy, for they are a very chauvinistic
people, even to the point of sometimes being known to consider other
humans as a lesser race. This has, as can be supposed, gotten many a
Rhegedian in a good deal of trouble. They're proud folk, and quick to
take offense, but having once made a friend of a Rhegedian one has a true
and stalwart friend for life.


=================================================
THE SARCERAN EMPIRE

Ruler:  His Celestial Transcendency, the Emperor of all the Lands of
Sarcia, Overking of Drachenheim and Heimwald, Pasha-khan of T'un and
Kelhaz.  (Cleric/Fighter/Magic-User, 8th/5th/13th level)

Capital:  Tsinsi
Population:  2,234,000
Demi-Humans:  A fair number, scattered about among the kingdoms
Humanoids:  Many
Resources: Varied
Type of Government:  Autocracy
Method of Succession:  None

Prior to 200 years ago, the eastern half of the continent was broken into
several Koenigsfiefs.  However around the year 720, the invasions from
the eastern continent began. The Sarceran horde poured across the Straits
to occupy the eastern desert.  Originally financed and supported by the
powers of the eastern continent, after 100 years or so, political turmoil
there caused the support to fade away and finally cease altogether.

In the meantime, the general/commander of troops established himself as
the Tarkhan of Sarcia, and began a campaign of imperialism. Not bothering
to tame the great desert, the Empire began its slow but sure crawl up the
face of the continent. In some cases, brute force was used to oust the
legal government, and an imperial puppet put on the throne. The real
power is in the hands of the Emperor, though, the control being very
tight and centralized.  More recently, the last few kingdoms have elected
to pay tribute to the emperor rather than subject their people to the
ignominious defeat and subsequent blood bath that would ensue if they
tried to resist crushing weight of the Empire.  However, all chafe at the
bit, and would gladly rid themselves of the Imperial scourge if they
could.  Only the Margravate of Gododden has held itself completely free
of the yoke of imperial control, and that is only because of the buffer
created by Drachenheim and Heimwald.  As far as the Empire is concerned,
that situation is temporary.


=================================================
VALONIA, DUCHY OF

Ruler:  Their Most Noble Highnesses Fergus & Donaan, Dukes of Rhoona
        (Fighter, 10th level & Magic-User, 11th level)

Capital:  Rhoona
Population:  90,000+
Demi-Humans:  Many hobbits from across the Loudwater have settled here
Humanoids:  a few in the eastern half.
Resources:  Fishing and foodstuffs, silver from the Barony of Cornwall
Type of Government: Feudal Monarchy
Method of Succession: Father to Eldest Son (usually)

The Duchy of Valonia is jointly ruled by twin brothers.  There was a
mix-up in the nursery when they were born so it is not known which
brother is actually the older.  Therefore, their father decreed that they
should rule jointly. It was also decreed that their successor should be
the eldest male child of either of the two brothers.




 ------------
Category 12,  Topic 1  [MOVED]
Message 54         Mon Apr 29, 2002
TCOMPTER                     at 22:10 PDT

Please refer to the maps at

http://www.syndicomm.com/~tcompter/karak.html

while reading the previous messages.


____   ___          _ _
 ||he  ||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 1  [MOVED]
Message 55         Tue Apr 30, 2002
SYNDICOMM [Sheppy]           at 12:08 PDT

Fascinating. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 56         Thu Jun 27, 2002
SYNDICOMM [Sheppy]           at 19:02 PDT

I'm enjoying playing Pengo.  He's so different from Mialee.  She's a strong,
confident fighter, and Pengo is basically a scared hobbit kid who doesn't know
much beyond picking pockets.  Not because he's slow, but because he grew up on
the street. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 57         Fri Jun 28, 2002
TCOMPTER                     at 07:33 PDT

>>> Sheppy said:

> I'm enjoying playing Pengo.  He's so different from Mialee.
> She's a strong, confident fighter, and Pengo is basically a scared
> hobbit kid who doesn't know much beyond picking pockets.  Not
> because he's slow, but because he grew up on the street. :)

It might be interesting (and useful for future role-playing) if the players
would write here a short history of their characters, using as background
material the world notes previously printed in this topic, and the maps
available on my website(s).

Of course you wouldn't want to reveal anything that your character(s) would
consider a secret.  :)

If you have a background question not answered, you can email me.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 1  [MOVED]
Message 58         Wed Jul 10, 2002
TCOMPTER                     at 13:51 PDT

For the adventurer on a budget, here are the top 9 weapons rated in Hit
points of damage vs. Small and Medium Creatures per gold piece of cost
(HP/g.p.)


Weapon        Cost (g.p.)   Cost per HP of Damage
Atlatl            1          3.5
Axe, hand         1          3.5
Hammer            1          3.5
Spear             1          3.5
Garrot            1          2.5
Knife             1          2
Aklys             2          1.75
Fauchard          3          1.5
Flail, footman's  3          1.5

FWIW.   :)

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 1
Message 60         Thu Jun 10, 2004
TCOMPTER [TheDM]             at 19:08 PDT

....Continuing a conversation from Topic 3...

Note on the last message:  The cone created by the Wand of Fear is actually 60
feet long by 20 feet wide at the base.  The inch measurements are a legacy
from tabletop miniatures gaming from which D&D originally sprang.

____  __         _ _
.||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 61         Tue Nov 11, 2003
SYNDICOMM [Sheppy]           at 13:04 PDT

>>>Note on the last message:  The cone created by the Wand of Fear is actually
60 feet long by 20 feet wide at the base.  The inch measurements are a legacy
from tabletop miniatures gaming from which D&D originally sprang.

I always wondered why distances in the 1st edition are in inches. :)

I've never actually seen D&D played with miniatures.

So... when do we gather again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 62         Wed Nov 12, 2003
TCOMPTER                     at 07:16 PDT

Sheppy said:
> I always wondered why distances in the 1st edition are in inches. :)

D&D originated as a 'swords & sorcery expansion' of the Chainmail miniatures
rules, which were designed to be played on a large tabletop (ping-pong tables
are ideal) with 1:25 scale miniatures.  All measurements in that game, such as
movement distance, bow range, etc. are in inches.  Miniatures gaming is a lot
of fun in its own right.  The most popular eras for miniatures gaming are
Napoleonic and ancient, because those are the two eras when strict, tight
formations were most used in battle.  The medieval era is not so popular,
because in reality, most medieval battles soon degraded into chaotic mobs.
Nevertheless, I still prefer the medieval period.

The Chainmail rules are designed on a 1:10 or 1:20 figure scale.  IOW, 1
figure represents either 10 or 20 men-at-arms.   With the expansion, they
introduced the idea of 'heroes' and 'wizards,' and then decided it might be
nice, as an alternative form of miniatures gaming, to send these heroes and
wizards out on their own quests, separate from the major battlefields.   Thus
was born:  Dungeons and Dragons.

[This history lesson brought to you by Compter Enterprises ;)  ]


> I've never actually seen D&D played with miniatures.

When I started playing D&D in college, it was strictly pen and paper.   When I
got into my group in Germany, they were using miniatures, and so I started
collecting them.  When a friend introduced me to miniatures wargaming, (by
giving me a squad of 6 halberdiers) my collection suddenly shot up.  I can't
tell you the hundreds of hours that I spent painting my 700+ miniatures
collection.  (hmm, maybe I should photograph some of my better efforts and
post them somewhere.)

In the D&D game, miniatures serve a couple of purposes.  First, and foremost,
they allow you to avoid arguments like:  "But my thief had snuck around behind
the wizard, and so wasn't in the blast radius of the fireball!"   There are no
questions of who is in front or back of the formation, since it's right there
for everyone to see.  I used a product called "Battlemats" which was a
gridded, rollable naugahide-like mat on which I could quickly sketch out the
terrain or room with a water-based marker, including locations of chests and
other furniture.

Second, the miniatures give players a chance to identify more with their
characters.  Not everyone can draw a decent sketch of his or her character,
but almost anyone can do a fairly decent job of painting a miniature.

> So... when do we gather again? :)

Roger said after the last meeting that he would be out of town for a few
weeks, but I'd like to tentatively suggest Sunday the 23rd of November at 3PM
Eastern Time.  (That's the Sunday before Thanksgiving.)  I'd probably also be
available on either of the two following Sundays, (the 30th or the 7th of
December), assuming I'm not taking another trip to the airport on one of those
days.

How does that sound to everyone?
____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 1  [MOVED]
Message 63         Mon Nov 24, 2003
TCOMPTER                     at 07:04 PDT

Follow-up on the "inches" post.

One thing I forgot to mention was that in the 1st edition rules, 1 inch
represents 10 FEET INDOORS, and 10 YARDS OUTDOORS (but for range only).   This
is a significant detail when adventuring outdoors.   This is the reason that
some measurements in spell descriptions are given in inches, and some are
given in feet or yards.   Those given in inches are variable depending on
location.   Those given in feet are fixed.

From page 39 in the _Player's_Handbook_:

"For purposes of the game distances are basically one-third with respect to
spell and missile range from outdoors to indoors/underground situations. Thus
most ranges are shown as inches by means of the symbol ", i.e. l", etc.
Outdoors, 1" equals 10 yards. Indoors 1 " equals 10 feet. Such a ratio is
justifiable, to some extent, regardless of game considerations.

 "Actual effective range of an arrow shot from a longbow is around 210 yards
maximum, in clear light and open terrain. Underground, with little light and
low ceilings overhead, a bowshot of 210 feet is about maximum. Archery implies
arching arrows. Slings are in this category as are hurled darts and javelins,
all arching in flight to achieve distance. Crossbows are a notable exception,
but under the visibility conditions of a dungeon setting, a yards to feet
conversion is not unreasonable.

 "Magic and spells ore, most certainly, devices of the game. In order to make
them fit the constrictions of the underground labyrinth, a one for three
reduction is necessary. It would be folly, after all, to try to have such as
effective attack modes if feet were not converted to yards outdoors, where
visibility, movement, and conventional weapons attack ranges are based on
actual fact. (See MOVEMENT.)

 "Distance scale and areas of effect for spells (and missiles) are designed to
fit the game, The tripling of range outdoors is reasonable, as it allows for
recreation of actual ranges for hurled javelins, arrows fired from longbows,
or whatever. In order to keep magic spells on a par, their range is also
tripled. IT IS IMPERATIVE THAT OUTDOOR SCALE BE USED FOR RANGE ONLY, NEVER FOR
SPELL AREA OF EFFECT (which is kept at 1" = 10') UNLESS A FIGURE RATIO OF 1
:10 OR 1 :20 (1 casting equals 10 or 20 actual creatures or things in most
cases) IS USED, AND CONSTRUCTIONS SUCH AS BUILDINGS, CASTLES, WALLS, ETC. ARE
SCALED TO FIGURES RATHER THAN TO GROUND SCALE. Note that the foregoing assumes
that a ground scale of 1" to 10 yards is used."


____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 64         Sun Dec 14, 2003
TCOMPTER                     at 09:03 PDT


Here's what I have for experience levels and points, and current treasure in
gp value.

Mialee      Icarius      Flint      Jozlan      Mordin      Pengo      Vlix
  Elf        Human       Dwarf      Human        Dwarf     Halfling     ??
 3 \ 3         3         3 \ 3        4            3          4         ??
6342\5564    6900      6342\5564    12324        6900        6900       ??
  72.25     857.25       854.25     898.25       954.31      856      657.25

If anyone has any exception to that, please let me know.


____  __         _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 65         Mon Jan 12, 2004
KGAGNE [Ken]                 at 13:36 PDT

Who are the current players in the Kingdom of Mercia?

Roger, did you get my email last month?

-Ken

 ------------
Category 12,  Topic 1  [MOVED]
Message 66         Tue Jan 13, 2004
SYNDICOMM [Sheppy]           at 08:38 PDT

Let's see, Thomas DMs, then there's me, Roger, Kelvin, and Sean.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1  [MOVED]
Message 67         Tue Jan 13, 2004
TCOMPTER                     at 09:20 PDT

> Who are the current players in the Kingdom of Mercia?

Currently there are 4 players participating in the campaign, each with one or
two characters.

Sheppy has Mialee, an elven warrior/sorceress, and Pengo, a halfling thief.

Kelvin is running Jozlan, a cleric of Thor, and Icarius, a conjuror of growing
renown.  (Also the only two humans in the party)

Roger controls the hard hitting dwarven cousins Flint and Mordan, the former a
Fighter/Cleric, and the latter a stout fighter with incredible strength.

Sean has recently join in with Vlix, a dark elf of doubtful ancestry,
dubitable talents and dubious intentions  ;-)

____  __         _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 68         Wed Jan 14, 2004
SYNDICOMM [Sheppy]           at 17:27 PDT

>>>Sean has recently join in with Vlix, a dark elf of doubtful ancestry,
dubitable talents and dubious intentions ;-)

Vlix makes us all a little nervous, but we'll keep him around until he does
something that actually scares us. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 1
Message 69         Thu Jun 10, 2004
TCOMPTER [TheDM]             at 19:31 PDT

Editor's note:  In the next few messages which refer to message 121 in this
topic, please refer instead to message 77 in topic 3.


_____  ___        _ _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 70         Wed May 26, 2004
TCOMPTER [TheDM]             at 10:19 PDT


I'm really a tad disappointed that no one has "gotten" or at least no one has
acknowledged my little joke in Message 121.   :(

Ok, so here is a contest.  100 x.p. bonus to the first character that finds the
joke, (and includes it in his/her message) and says that it's funny.  (You
gotta humor the DM, you know.  ;)


_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 71         Thu May 27, 2004
SYNDICOMM [Sheppy]           at 12:59 PDT

You mean other than finding us to be people of "pure intent"? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 1  [MOVED]
Message 72         Thu May 27, 2004
TCOMPTER [TheDM]             at 16:45 PDT


Sheppy inquired:
> You mean other than finding us to be people of "pure intent"? :)

That's up to the Powers that be.  ;)


____  ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 73         Tue Jun 01, 2004
TCOMPTER [TheDM]             at 12:11 PDT

Ok, I guess that wasn't enough of a hint.  :)

Last chance, for that 100 x.p. bonus reward!  Find the joke in Message 121, and
copy it here.

Obvious hint:  The Sentinel is a POWERFUL artifact.

____  ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 74         Tue Jun 01, 2004
SYNDICOMM [Sheppy]           at 17:30 PDT

Are you sure the joke is in message 121?  I've read and read and read it, and
there's nothing there than I can see...

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 1  [MOVED]
Message 75         Tue Jun 01, 2004
TCOMPTER [TheDM]             at 17:39 PDT


Sheppy asked:
> Are you sure the joke is in message 121?  I've read and read and
> read it, and there's nothing there than I can see...

ahh, well.  Perhaps you need to take a WALK in the MOONlight to clear your
head.   :D

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 1  [MOVED]
Message 76         Fri Jun 04, 2004
SYNDICOMM [Sheppy]           at 04:41 PDT

I'm still not sure I see the joke, but I'm guessing that "I will enable you to
walk backwards while appearing to walk forward as if into a stiff wind." means
we can dance like Michael Jackson. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 1  [MOVED]
Message 77         Fri Jun 04, 2004
TCOMPTER [TheDM]             at 09:57 PDT

Sheppy said:

>  I'm still not sure I see the joke, but I'm guessing that
> "I will enable you to walk backwards while appearing to
> walk forward as if into a stiff wind." means we can dance
> like Michael Jackson. :)

Well, more specifically, to "Moon Walk"  :)

Ok, so it wasn't a _great_ joke; I just thought that you know, single white
glove...

Anyway, you win the prize, but who gets it?  Mialee or Pengo?  (or you could
split it between them).

Now, if Flint can find a way to actually make serious USE* of that power on the
adventure, he'll get a 200 x.p. bonus!   :D

____  ___         _ _
.||he ||_)ungeon //\/\aster


* By serious use, I mean to use the power to further the ends of the adventure.
 Just doing it "to practice" doesn't count. :)

 ------------
Category 12,  Topic 1  [MOVED]
Message 78         Fri Jun 04, 2004
SYNDICOMM [Sheppy]           at 11:26 PDT

Give 'em to Mialee.  She's painfully close to advancing as a magic user. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 1
Message 79         Fri Oct 01, 2004
TCOMPTER [TheDM]             at 14:10 PDT


I've been thinking that the group as a whole is rather hit-point-poor.  This
was brought to light by the recent crappy h.p. rolls that have been made by
everyone.

However, a careful analysis showed that you're really not as bad off as I
thought.

.                Avg hp
.          Cur   for class,     % of
.          hp    Lvl and Con.   Avg
.         ----   ------------   ----
Mialee     21    16             131%
Icarius    16    18              89%
Jozlan     18    22.5            80%
Flint      29    24             121%
Mordin     22    32.5            68%
Pengo      21    21             100%


So overall, you're at 98% of the average.
Nevertheless,  I thought something should be done, so I am going to give
everyone a one-time bump in h.p. that will bring the party up to 115% of
average.

The question was, how much should I give? After much thought, I decided that
everyone would get a bonus of half a hit die.  Multi-classed would get half of
both / 2, rounded down.

So here is the official list of hit points, as of your return to Byrne after
your foray into the Thieves' Guild of Cham.

.                Avg hp
.          Cur   for class,     % of
.          hp    Lvl and Con.   Avg
.         ----   ------------   ----
Mialee     24    16             150%
Icarius    18    18             100%
Jozlan     22    22.5            98%
Flint      33    24             138%
Mordin     27    32.5            83%
Pengo      24    21             114%
____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 1
Message 80         Mon Oct 04, 2004
KWS                          at 05:24 PDT

What an all-powerful and benevolent DM!

Jozlan may have to ditch Thor and worship someone who gets results ;)

Kelvin

 ------------
Category 12,  Topic 1
Message 81         Mon Oct 04, 2004
TCOMPTER [TheDM]             at 06:49 PDT

Kelvin quipped:
> What an all-powerful and benevolent DM!
> Jozlan may have to ditch Thor and worship someone who gets results ;)

ROTFLMBAO*

____  ___         _ _
.||he ||_)ungeon //\/\aster


* That's 'B' for benevolent   :D
 ------------
Category 12,  Topic 1
Message 82         Wed Mar 16, 2005
TCOMPTER [TheDM]             at 11:45 PDT

I just thought that I would point out to anyone that is "lurking" in this
forum, that if you're at all interested in joining our little group, but have
been afraid that it's too much of a time-sink, consider this:

As a general rule, we've been meeting for actual game sessions only one Sunday
per month, from 3PM Eastern until about 11:00 PM Eastern.  That's all the time
investment that is really necessary for players, (the DM's time investment is
something else entirely :) and you needn't have any rulebooks or anything else
to play, other than a connection to Syndicomm, which you already have if you're
reading this.

So if you've been thinking about it, jump on in, the water's fine!  Post here
if you're interested in joining us, or email me at rpg@syndicomm.com
____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 1
Message 83         Fri Mar 18, 2005
SYNDICOMM [Sheppy]           at 20:32 PDT

We'd certainly welcome a few more members into the party. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 1
Message 84         Wed Jul 27, 2005
TCOMPTER [TheDM]             at 07:03 PDT


I've posted a log of our most recent adventure; "The Dwarves of Warka" in the
RPG area of the FTP site here on Syndicomm. There are two versions in the zip
file, a text only version and a MS Word version, which I've color coded with a
different color for each character's actions.  (The color coding was actually
easier than I thought it would be, requiring only 3 passes per character of a
global search and replace action.  I've thought of automating the process, but
that just might take more time than it's worth.  :)

_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 1
Message 85         Wed Jul 27, 2005
SYNDICOMM [Sheppy]           at 20:07 PDT

That was a fun adventure; I look forward to another. :)

And not just because it will culminate in Mialee being able to advance as a
magic-user. ;)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1
Message 86         Fri Sep 02, 2005
TCOMPTER [TheDM]             at 11:45 PDT

About the Elves and their "Government"
=======================================

When the elves first arrived on the shores of this landmass, the various
sub-races scattered far and wide over it.
The different sub-races of elves have slightly different attitudes toward
governance of themselves.

High/Gray Elves:
================
Of all of the sub-races of elves, High Elves and Gray Elves have been the most
apt to socialize with other races.

In the time of barbarism after the plague, they retreated into their own
enclaves, since the humans in those days were scarcely more civilized than the
beasts and goblinkind of the wild, but once civilization began to take root
among humans, some of the High Elves began to interact voluntarily with human
society, where they would teach the humans crafts they would otherwise have
taken centuries to master.

As the human societies expanded and spread, they sometimes surrounded Elven
territory, but any that tried to invade soon learned that the Elves were well
able to defend themselves.

Centuries passed, Elves and men learned to get along, for the most part.

The High and Gray Elves tend to live apart from other races, but they sometimes
inhabit areas claimed by human lords.

Although they normally don't formally acknowledge fealty to any human lord,
they usually cooperate with them when it's in their best interest to do so.

In most of these cases, they remain isolated from the surrounding human
population, a "pocket" of Elven society, but in some cases, they intermingle
with the humans, and blend into their society (these cases account for many of
the half-elves we see today).

A good example of the former is the Barony Gailimh in the Duchy of Valonia.
It is considered by Fergus & Donaan, Dukes of Rhoona to be a part of their
realm, but it is inhabited almost exclusively by High and Gray Elves.
To the outside world, they are a part of Valonia - to themselves, they are
simply living near Valonia with no particular "national" ties, though the
leaders of the Elven community allow themselves to be addressed by the rank
"given" them by the human rulers.

The province of Weston in the Plains of Rahn is a good example of the latter,
where the elvish and human population have melded into a single society.

There are many other such examples scattered over the continent.

Wood/Silvan Elves:
==================
Whether by design or happenstance, these elves have largely collected
themselves under the banner of a "King" in Llanfyllin, and even before the
Plague, most resided there.

There are certainly other groups of them scattered about the world wherever
there are deep, uncharted forests.

Grugach/Wild Elves:
===================
These are so recluse as to be thought by many to be only legend.  Nothing is
known of their governance.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 1
Message 87         Wed Sep 07, 2005
SYNDICOMM [Sheppy]           at 08:53 PDT

Should Voronda have a stats sheet or something for me to keep track of?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1
Message 88         Wed Sep 07, 2005
KWS                          at 13:28 PDT

more importantly, does voronda have 9 lives?

kelvin

 ------------
Category 12,  Topic 1
Message 89         Wed Sep 07, 2005
SYNDICOMM [Sheppy]           at 20:51 PDT

>>>more importantly, does voronda have 9 lives?

That'd be handy. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1
Message 90         Thu Sep 08, 2005
TCOMPTER [TheDM]             at 08:17 PDT

> Should Voronda have a stats sheet or something for me to keep track of?

The familiars are not going to "advance" in level or anything, so I think we
can just keep their minimal information on your character sheets.  All you need
are the hp, hd, #att and damage.

> more importantly, does voronda have 9 lives?

Interesting idea-  but of course then, EACH time that Voronda "died" Mialee
would permanently lose those 5 h.p...

I think the concept of nine lives, whether for cats or adventurers, is subsumed
in the concept of Saving Throws.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 1
Message 91         Thu Sep 08, 2005
SYNDICOMM [Sheppy]           at 09:10 PDT

>>> All you need are the hp, hd, #att and damage

And those are? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 1
Message 92         Thu Sep 08, 2005
TCOMPTER [TheDM]             at 09:33 PDT


>>> All you need are the hp, hd, #att and damage

> And those are? :)

Voronda's stats:
Hit Dice:  1
Hit Points: 5
# Attacks:  3
Damage:  1, 1, and d2  (claws and teeth)

Talos' stats:
Hit Dice:  1
Hit Points: ?  (to be rolled)
# Attacks:  3
Damage:  1, 1, and 1  (talons and beak)

_____ ____          _  _
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 1
Message 93         Mon Feb 20, 2006
TCOMPTER [TheDM]             at 21:01 PDT

Well, here's the final tally, folks!

Experience Gained from this adventure per class:
Mialee  2073
Icarius 4561
Flint   2073
Jozlan  4561
Mordin  4561       Gains a Level!!
Pengo   4561
Owen    4561
Vlix    2281       Gains a Level!!

I assumed that you left the 5000 cp and 10000 sp in the den below ground, since
you couldn't carry all that, even with Pengo's sack.

I did give you a sizable bonus, because you made the right tactical decision in
leaving the place when you did, (Mission First!) even though you missed about
half the encounter areas.

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
 ************
Topic 2         Tue Jun 08, 2004
KGAGNE                       at 12:59 PST
Sub: Session Planning

This topic is to discuss when the next session of play will be.

 290 messages
 ************
 ------------
Category 12,  Topic 2
Message 1          Thu Jun 10, 2004
TCOMPTER [TheDM]             at 17:33 PDT

Use this topic for dicussion of when the next session will be held, or what
the best days of the week/month might be for you.

_________
  | homas

 ------------
Category 12,  Topic 2
Message 2          Thu Jun 10, 2004
TCOMPTER [TheDM]             at 17:34 PDT


....from a message on Mon Oct 15, 2001...


I think I'm far enough along on preparing the materials to start talking about
a date.  Monday evenings work best for me, but I'm pretty flexible.  What is
best for the rest of you?

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 3          Mon Oct 15, 2001
SYNDICOMM [Sheppy]           at 11:16 PDT

Monday evening works for me.  Tuesday evening is marginally better.  But I'm
pretty much always around. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 4          Mon Oct 15, 2001
SCHNORENBERG [Roger]         at 22:57 PDT

Mondays are fine with me.


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Eagles may FLY, but weasels don't get sucked into jets!


 ------------
Category 12,  Topic 2  [MOVED]
Message 5          Tue Oct 16, 2001
TCOMPTER                     at 10:13 PDT

Ok, folks, I'd like to _tentatively_ schedule our first adventure for Monday
night, the 22d of October.  If any of the three of you can't make that, let me
know.  Since we haven't found a 4th yet, I'm going to see if Jeannie wants to
try it.

Here are some incomplete character descriptions for you to choose from.

REGDAR
Human Fighter
Regdar is a champion of good, pledging his mighty sword to the cause of
justice. He fights to cut down evil and to gain skill and experience for his
crusade. Of all the weapons he has been trained to use, Regdar prefers a
two-handed greatsword, even though it keeps him from protecting himself with a
shield. Regdar's job on an adventuring team is to kill the monsters and
protect his teammates.

JOZAN
Human Cleric
Jozan is a loyal follower of Thor, the mighty god of Thunder!  Thor expects
Jozan to serve him by fighting evil monsters wherever Jozan finds them. In
return, Thor grants Jozan the ability to cast powerful spells.
Jozan's job on the adventuring team is to heal and protect his teammates with
spells and help kill the monsters.


LIDDA
Halfling Rogue
Lidda is a halfling. Halflings are about half as tall as humans, and they tend
to be sneaky. Lidda is no exception.
Lidda's job on an adventuring team is to handle tricky things, such as locked
doors or potential traps. In combat, she does well if she can make a sneak
attack against her opponents.


MIALEE
Elf Fighter/Wizard
Mialee discovered her magic powers when she was young, and she's been learning
how to cast spells ever since. Her goal is to become a master wizard, so she's
always eager to test her magic against enemies. Elves are short, slender
people who live in the woods. They're renowned for the arts of magic,
sword-fighting, and song.
Mialee's job on an adventuring team is to cast her spells to support her
teammates and help them deal with the monsters. As an elf, she's also a good
shot with a bow.

Start thinking about which character you might want to play.  We can change
the names/sex of a given character if that is important.  The stats need to
remain where they are.  After we've agreed who is playing who, I'll send full
character sheets to the players.

ON another note, here's a quick poll:   Which of the following patterns are
easier to see/read in your particular chat client window?

////////////////////////////////////
//////////        //////////////////
//////////        //////////////////
//////////__////////////////////////
//////////        //////////////////
//////////                  ////////
//////////        ////////  ////////
//////////        ////////  ////////
////////////////  ////////  ////////
////////////////  ////////  ////////
////////////////            ////////
//////////////////////////  ////////
//////////////////////////  ////////


####################################
##########        ##################
##########        ##################
##########__########################
##########        ##################
##########                  ########
##########        ########  ########
##########        ########  ########
################  ########  ########
################  ########  ########
################            ########
##########################  ########
##########################  ########

I'm sort of leaning toward the pound signs.

Thanks,

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 6          Tue Oct 16, 2001
TCOMPTER                     at 12:22 PDT

BTW, I almost forgot:  What's a good time for all of you?  I imagine the west
coasters probably don't want to start earlier than 6-7 PM, right?  How does
9PM eastern time sound?

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 7          Tue Oct 16, 2001
SYNDICOMM [Sheppy]           at 13:31 PDT

Oh, 6 PM Pacific is fine by me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 8          Sun Oct 21, 2001
TCOMPTER                     at 17:38 PDT

Folks, we're short a player still.  Kelvin said he might be able to make it if
we moved it to Tuesday night.  Would that be ok with everyone?

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 9          Sun Oct 21, 2001
SYNDICOMM [Sheppy]           at 18:10 PDT

>>>Folks, we're short a player still.  Kelvin said he might be able to make it
if we moved it to Tuesday night.  Would that be ok with everyone?

Tuesday would be okay for me as long as I have a day's notice. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 10         Mon Oct 22, 2001
TCOMPTER                     at 09:29 PDT


>>> I said:
>> Folks, we're short a player still.  Kelvin said he might
>> be able to make it if we moved it to Tuesday night.
>> Would that be ok with everyone?


>> Sheppy replied:
> Tuesday would be okay for me as long as I have a day's notice. :)

Ok, then let's try for Tuesday night, 9PM Eastern, 6PM Pacific time.  If we
can't find a 4th player, we'll just have to beef up the three we have somehow.

Since there isn't already a special room for it, I guess we'll meet in the
Live Games Help room. (Room #1)

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 11         Mon Oct 22, 2001
SCHNORENBERG [Roger]         at 19:14 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> Folks, we're short a player still.  Kelvin said he might be able to
make
> it if we moved it to Tuesday night.  Would that be ok with everyone?

Tuesday is fine.  Room#1, 9 PM EDT.  Did Ken ever decide which
character he was going to play?

 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 Click/click..Click/click..Damn, Out of wisecracks!


 ------------
Category 12,  Topic 2  [MOVED]
Message 12         Mon Oct 22, 2001
KGAGNE [Ken]                 at 21:19 PDT

Roger,

I'm not playing.  Thanks though!

-Ken

 ------------
Category 12,  Topic 2  [MOVED]
Message 13         Tue Oct 23, 2001
TCOMPTER                     at 14:36 PDT

<sigh!>

Sorry folks, but my internet service providor is flakey, and decided this is
the day to quit on me.

If I'm not in the chat room tonight at 9PM EDT, it means I could not get
online.   Please forgive me.   I'd like to try again for Thursday, if everyone
could make it.

If I do make it on, then I will be there at 9.

Thanks for your patience.

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 14         Wed Oct 24, 2001
TCOMPTER                     at 08:59 PDT

Folks,

I'm sorry last night didn't pan out.  I've spoken to my ISP, and they don't
really know when the lines/nodes/whatever are going to be fixed.

Nevertheless, as we discussed, I'd like to once again, tentatively schedule
the game for Friday night, the 26th of October.  If my ISP isn't working by
then, I'll figure something else out.

As I understand it, the players will be:
Sheppy:  Mialee the Fighter/Wizard
Kelvin:  Jozan the Cleric
Roger:   Regdar the Fighter
Jeannie: Floren the Rogue

BTW, if there is someone else that is itching to play, Jeannie said that she
would be willing to give up her place in the game.

Is 9PM eastern still the best time?  Is Sheppy the only west-coaster? would
earlier/later be better for anyone?

Thanks for your support and patience.

_________
  | homas


 ------------
Category 12,  Topic 2  [MOVED]
Message 15         Wed Oct 31, 2001
TCOMPTER                     at 11:30 PDT

I know this is short notice, but I'm going to TRY to be in the RTC tonight at
9:15PM EST in case anyone wants to come by, talk about the groundrules for a
possible campaign, and maybe even roll up some characters.

If you don't make it, that's fine: we can do it again at some other time.  If
I'm not there, it means:

1.  My ISP crapped out on me again, or
2.  I forgot, or
3.  Something came up that prevented my being there. :)

See you later!

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 16         Wed Oct 31, 2001
SYNDICOMM [Sheppy]           at 12:55 PDT

I'll try to be there. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 17         Mon Nov 12, 2001
TCOMPTER                     at 09:08 PDT

Well, the time has come to schedule our next adventure.  Is Friday night still
the best for everyone?  That's ok with me too, but be advised that for the
next 4-5 weeks, I won't be available until 10PM Eastern Time on Fridays.  If
that's ok with everyone else, it's ok with me too.

If that's too late, we could do it Saturday, or even on a weeknight, although
it would have to be considerably earlier on a Sun-Thurs, since I have to get
up at 6AM on weekdays. (I won't have the adventure ready before this Friday
the 16th.)

Another possibility would be the Friday after Thanksgiving during the day.  I
could be available that day from 6AM to 6PM  :)

Let me know what you all think!

_________
  | homas


 ------------
Category 12,  Topic 2  [MOVED]
Message 18         Mon Nov 12, 2001
SCHNORENBERG [Roger]         at 17:54 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

Friday night is fine with me.

> Another possibility would be the Friday after Thanksgiving during the
> day.  I could be available that day from 6AM to 6PM  :)

Since my fiance should be arriving on Thanksgiving day, It's possible
that my spending hours the next day at the computer having fun with
other people might be misunderstood.  Then again, maybe I'm under
estimating her.  After all it's only been 10 1/2 months since we've seen
each other. :-(


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 *FLASH* Energizer Bunny arrested, charged with battery.


 ------------
Category 12,  Topic 2  [MOVED]
Message 19         Tue Nov 13, 2001
SYNDICOMM [Sheppy]           at 06:56 PDT

I'm with Roger: Friday nights are good (later is actually better for me in
Pacific Time zone :), but the Friday after Thanksgiving would spell certain
doom on the home front. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 20         Tue Nov 13, 2001
TCOMPTER                     at 11:31 PDT

>>>Roger said:
> Since my fiance should be arriving....

>>> Sheppy replied:
> I'm with Roger: Friday nights are good (later is
> actually better for me in Pacific Time zone :),
> but the Friday after Thanksgiving would spell certain
> doom on the home front. :)

Yeah, come to think of it, it might not have been too popular here either  :)

Ok, then, let's tentatively schedule this Friday the 16th at 10PM for the next
adventure.  I'll try to get everything prepared by then.

I know I still owe you all Character sheets.

I finally bit the bullet last night, and spent the recommended 3.5 hours
training ViaVoice, so if I can get another evening or 2 free this week, I'll
be able to dictate most of the adventure, rather than having to type it all
in.

I'll also hopefully be posting some maps on my website here.  Roger, if you
don't have web access, I'll try to convert the maps to A2 APF files and email
them to you here.  I assume you have GS Shrinkit?  I'll also send you the
ShowMe NDA.

I'll also (geez, this is getting to be quite a list :) try to get some of the
adventure background and setting up here in this forum before Friday.  In
order to expedite play, I'll hope you don't mind if I take some liberties with
your characters' free will in order to get them to the right place at the
right time.  :)

_________
  | homas


 ------------
Category 12,  Topic 2  [MOVED]
Message 21         Fri Nov 16, 2001
TCOMPTER                     at 08:18 PDT

Ok, guys, get ready for tonight!  :)

I'll be there NLT 10PM, hopefully earlier.


_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 22         Tue Dec 04, 2001
SYNDICOMM [Sheppy]           at 15:27 PDT

Woof, I was worrying we'd get toasted in that battle. :)

When are we meeting again?  I'd like to do at least one more before the
Christmas holiday.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 23         Wed Dec 05, 2001
TCOMPTER                     at 12:03 PDT

> When are we meeting again?  I'd like to do at least one
> more before the Christmas holiday.

I could do it this Friday the 7th, and / or (depending on future holiday
commitments) on the 21st.  On the 21st, I could start as early as 7PM Eastern

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 24         Thu Dec 06, 2001
SYNDICOMM [Sheppy]           at 10:32 PDT

Tomorrow night probably doesn't work for me, as Sarah gets home from a
business trip tomorrow afternoon and I doubt I'll be home before 7:00.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 25         Thu Dec 06, 2001
TCOMPTER                     at 13:35 PDT


> Tomorrow night probably doesn't work for me, as Sarah gets home from a
> business trip tomorrow afternoon and I doubt I'll be home before 7:00.

Ok, that rules out the 7th and I definitely can't do it on the 14th.

Shall we try for the 21st then?  That would give me time to really get things
in order anyway.


____   __          _ _
 ||he  ||)ungeon  //\/\aster




 ------------
Category 12,  Topic 2  [MOVED]
Message 26         Thu Dec 06, 2001
SYNDICOMM [Sheppy]           at 21:10 PDT

21st is out for me; I'm gone for the holidays.  What about Saturday the 8th?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 27         Fri Dec 07, 2001
TCOMPTER                     at 12:49 PDT


Ok, folks, Here's the plan:  We will reconvene for the adventure at 8PM this
Saturday the 8th of December.  It may be the last chance to get together this
year  :)

If anyone CANNOT make it at that time, please email me and let me know.
____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 28         Sat Dec 08, 2001
TCOMPTER                     at 08:27 PDT


Just in case you guys didn't check your email.   ;)

I'm afraid Roger emailed me and said that he would NOT be able to play
tonight, (bummer).  He is visiting his parents, and won't be back until the
17th of Dec.

Don't know where that leaves us for getting in a session before the Christmas
Holiday.

I will say that I have the entire week off between Christmas and New Years, so
any evening that week would work for me as well.  (Days I hope to be skiing :)

Hmmm, it brings to mind that we should maybe institute a policy of some sort
for when one player can't make it on a scheduled game night, but I don't want
to start that without everyone's input.

Sorry it didn't work out for tonight.  I was really looking forward to it.

_________
  | homas

 ------------
Category 12,  Topic 2  [MOVED]
Message 29         Sat Dec 08, 2001
SYNDICOMM [Sheppy]           at 14:11 PDT

I'll be traveling the week between Christmas and New Year's, so I think we're
done for the year. :(

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 30         Wed Dec 26, 2001
SYNDICOMM [Sheppy]           at 17:37 PDT

When shall we play again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 31         Wed Jan 02, 2002
TCOMPTER                     at 09:00 PDT

>>>Eric Asked:

> When shall we play again? :)

I'm up for this Friday or Saturday night, what about the rest of you?

_________
  | homas


 ------------
Category 12,  Topic 2  [MOVED]
Message 32         Wed Jan 02, 2002
SYNDICOMM [Sheppy]           at 16:27 PDT

This Friday or Saturday (either one) works for me.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2  [MOVED]
Message 33         Thu Jan 10, 2002
TCOMPTER                     at 12:57 PDT

We are tentatively planning to reconvene our D&D game on the 19th of January
at 8PM Eastern Time.  Be sure to check here in the Live Games forum the day of
for any last minute changes or information.

See you there!  May the Dice be With You!

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 34         Thu Jan 24, 2002
TCOMPTER                     at 13:46 PDT

I would like to propose that we reconvene on Saturday the 2d of Feb at 8PM
EST for our next session.  That's probably the earliest I can make it, though
any time after that is open.

Is that ok with everyone?

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 35         Thu Jan 24, 2002
SCHNORENBERG [Roger]         at 17:37 PDT


> Saturday the 2d of Feb at 8PM EST for our next session.

Sounds good to me.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Bones? Dr.Crusher? Chiropractic in the Federation.


 ------------
Category 12,  Topic 2  [MOVED]
Message 36         Thu Jan 24, 2002
SYNDICOMM [Sheppy]           at 22:48 PDT

>>>I would like to propose that we reconvene on Saturday the 2d of Feb at 8PM
EST for our next session.  That's probably the earliest I can make it, though
any time after that is open.

Yeah, that'd work.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 37         Mon Mar 18, 2002
SYNDICOMM [Sheppy]           at 10:03 PDT

When are we going to play again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 38         Tue Mar 19, 2002
TCOMPTER                     at 10:14 PDT

Can we tentatively schedule another session for the 30th of March at 8PM EST?

Please see your Syndicomm email for a strategy note I've sent to all of you
current players.

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 39         Wed Mar 20, 2002
SYNDICOMM [Sheppy]           at 07:20 PDT

March 30 at 8 sounds doable to me.  Is that Pacific time or one of those
lesser time zones? ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 40         Wed Mar 20, 2002
TCOMPTER                     at 07:49 PDT



>> Sheppy asked:

> March 30 at 8 sounds doable to me.  Is that Pacific time
> or one of those lesser time zones? ;)

Ahem.


>> Can we tentatively schedule another session for the
>> 30th of March at 8PM ___EST___?

:)

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 41         Wed Mar 20, 2002
SYNDICOMM [Sheppy]           at 15:18 PDT

Sorry, I was on a terminal with a transluscent background and I must not have
seen the "EST" :).

So it's one of those lesser time zones then. :)

(Should I point out that Syndicomm's official time zone is Pacific? ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 42         Thu Mar 21, 2002
TCOMPTER                     at 08:11 PDT

> (Should I point out that Syndicomm's official time zone is Pacific? ;)

Well, now, that's a valid point!    :)

_________
  | homas


 ------------
Category 12,  Topic 2  [MOVED]
Message 43         Thu Apr 25, 2002
TCOMPTER                     at 14:02 PDT

> > As long as I have enough left to get basic supplies (I
> > need more arrows, for example) and my share of the
> > residence we're going to get, I'm good.


> I think we had best get together in RTC some evening and
> do the treasure split. My schedule is open, What would
> work best for the rest of you?

The best for me would probably be Monday evening, the 29th, maybe later in the
evening, around 10PM.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 44         Thu Apr 25, 2002
SYNDICOMM [Sheppy]           at 22:27 PDT

I have all kinds of free time the next couple weeks; Sarah's out of town. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 45         Tue Jun 04, 2002
SYNDICOMM [Sheppy]           at 07:28 PDT

So, when do we play again? :)

Roger is getting ready to move, so later this month his computer will be
packed up, so it would be good if we could play one more time before then. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 46         Tue Jun 04, 2002
TCOMPTER                     at 13:02 PDT

> So, when do we play again? :) Roger is getting ready to move,
> so later this month his computer will be packed up, so it would
> be good if we could play one more time before then. :)

That being the case, I'll try to accelerate my work on the next adventure.
Would the 22d be too late?  I could also probably manage the 21st.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 47         Tue Jun 04, 2002
SYNDICOMM [Sheppy]           at 23:09 PDT

Either of those days would be fine for me.  Roger?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2
Message 48         Thu Jun 10, 2004
TCOMPTER [TheDM]             at 18:49 PDT

I believe that we're in agreement that the next session will be on the 22d of
June, 2002.


.... message continues in Topic 1...


____  __         _ _
.||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 49         Mon Jun 24, 2002
SYNDICOMM [Sheppy]           at 07:19 PDT

So... when do we meet again to continue our excursion into the catacombs? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 50         Thu Jun 27, 2002
TCOMPTER                     at 11:50 PDT

Sheppy asked:
> So... when do we meet again to continue our excursion
> into the catacombs? :)

I'm thinking in 2 weeks or so; I'll be able to tell better tonight when I can
check _Jeannie's_ calendar.   :)  Of course, that will also depend on when
Roger is set up again with online capabilities after his move.  Maybe 13 July?

BTW, I'd like to congratulate all the players on some EXCELLENT role-playing
last Sat.  I thoroughly enjoyed the whole thing.   Before we meet again, I'll
be sure to have my spreadsheet in order, so that battle will go more smoothly.

I'll also want to review your total bonuses here with you, just so that you
can help me stay on track during melee.

____   __          _ _
 ||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 2  [MOVED]
Message 51         Fri Jul 05, 2002
SYNDICOMM [Sheppy]           at 18:54 PDT

When are we playing again?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 52         Mon Jul 08, 2002
TCOMPTER                     at 07:44 PDT


>>> Sheppy asked:
> When are we playing again?

I think it would be a good idea to wait until Roger has completed his move,
and is back online.

The DOWNside of players playing multiple characters is that
it makes it harder to fill in for them if they can't make a session.

That said, I could make it on the 13th, 19th, 20th or 27th of this month.  I
would suggest tentatively planning for the 20th,with the 27th as a backup.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 53         Mon Jul 08, 2002
SYNDICOMM [Sheppy]           at 09:29 PDT

>>>I think it would be a good idea to wait until Roger has completed his move,
and is back online.

I forgot about his move.  The 20th would work well for me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 54         Fri Jul 19, 2002
TCOMPTER                     at 06:25 PDT

This is just to make it official; we will NOT be meeting on the 20th.

I would propose rescheduling for Friday the 2nd of August.  I would also
suggest that if that time is agreeable, we go ahead if we have a quorum.

In other news, my spreadsheet is getting better and better :)  I decided that
it was too much trouble to have to scroll through the whole sheet to figure
out which line number a given monster is on to fill in the "opponent" cell
next to the characters, so now I've got a drop-down combo box on the sheet
that lets me pick the monster by name, and everything pops into place.


Hmmm, next thing would be to filter by encounter area....

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 55         Fri Jul 19, 2002
SYNDICOMM [Sheppy]           at 16:11 PDT

The 2nd would be okay, but I think I'd prefer the following week.  SheppyFest
is on the 3rd, so the 2nd will be busy. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 56         Mon Jul 22, 2002
TCOMPTER                     at 09:07 PDT

>> Sheppy mentioned:

>  The 2nd would be okay, but I think I'd prefer the following week.
> SheppyFest is on the 3rd, so the 2nd will be busy. :)

Ok, hmm,  the 2nd is turning out to not be the best time for me either.

That puts us back to the 10th, but Kelvin is planning to be out then.

I'd say then let's try for the 17th?

____   __          _ _
 ||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 2  [MOVED]
Message 57         Mon Jul 22, 2002
SYNDICOMM [Sheppy]           at 16:35 PDT

I think the 17th will be okay.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 58         Fri Aug 02, 2002
SYNDICOMM [Sheppy]           at 06:38 PDT

Still planning to meet up to play on the 17th?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 59         Fri Aug 02, 2002
TCOMPTER                     at 09:16 PDT


> Still planning to meet up to play on the 17th?

As of right now, it's 75% certain, but I'm still hoping that Roger will show
up before then.

There is a 25% chance that I might have a family event conflict on that night.
:/

____   __          _ _
 ||he  ||)ungeon  //\/\aster




 ------------
Category 12,  Topic 2  [MOVED]
Message 60         Fri Aug 16, 2002
TCOMPTER                     at 08:13 PDT

Ok, we have officially decided to postpone our adventure for one more week, in
the hopes that Roger shows up.

Our new proposed date/time will be Saturday the 24th of August, at 4PM Pacific
Time.

Meanwhile, is there anyone out there that would like to fill in for Roger and
run his characters until he gets back?

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 61         Fri Oct 18, 2002
SYNDICOMM [Sheppy]           at 15:30 PDT

So, when do we play again? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 62         Mon Oct 21, 2002
TCOMPTER                     at 07:40 PDT

> So, when do we play again? :)

Hmmm, that is a bit problematical, for a couple of reasons.

1.   I'm already so far behind in school that I don't know when I'll be able
to justify spending an evening playing D&D.  (What few free evenings I have at
the moment, I really need to spend with Jeannie).

2.  I really customized the adventure for the 6 characters that started it.
Going any further at 66% strength might well be deadly for those that remain,
especially given that the dwarves were your heavy-duty fighters.   And
re-working the adventure is really not feasible at this time (see #1 above).

I guess my preference would be to wait until Roger resurfaces, and I get
caught up with my schoolwork.

That will hopefully be sooner rather than later.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 63         Mon Oct 21, 2002
SYNDICOMM [Sheppy]           at 21:20 PDT

OK, I can wait.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 64         Thu Nov 14, 2002
TCOMPTER                     at 09:34 PDT


The holidays are upon us, and some people are in school and some are moving,
but I thought we could START talking about when we might play again.  It might
take a while before we can find a date.

Between now and the first of the year, the only dates that I could consider
are the 6th or the 20th of Dec.   How does that sound for anyone else?

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 65         Mon Feb 03, 2003
SCHNORENBERG [Roger]         at 23:54 PDT

So, when do we play again?

Sundays would be best for me as I work Wednesday through Saturday
(usually until 8 PM PST sometimes until Midnight).


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 COOKIE dropped due to budget cuts.


 ------------
Category 12,  Topic 2  [MOVED]
Message 66         Tue Feb 04, 2003
TCOMPTER                     at 12:41 PDT

> So, when do we play again?
> Sundays would be best for me as I work Wednesday through Saturday
> (usually until 8 PM PST sometimes until Midnight).

<sigh>  Let me be honest.  My school has kept me so busy I can't imagine when
I'll have time in the near future to play.    We are, if you recall, in the
middle of an adventure.   I have an inter-term break at the end of April, and
there's a good chance I could play one or two evenings then (the 20th and
27th, perhaps) --  enough to finish up the current adventure.   (This could go
on record as the slowest D&D adventure ever played!)  Starting a new
adventure, though, would definitely have to wait until I'm done in August, due
to the rather heavy load of setting up an adventure.

Unless, of course, someone else were to step up to the challenge of DMing an
adventure  ;)

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 67         Sun Feb 09, 2003
SYNDICOMM [Sheppy]           at 09:51 PDT

Well, April 20 doesn't work for me, as that's my anniversary. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 68         Fri Sep 26, 2003
SYNDICOMM [Sheppy]           at 09:45 PDT

If we're getting the game going again, I'm pretty much available any time.  I
definitely want to play!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 69         Fri Sep 26, 2003
SCHNORENBERG [Roger]         at 21:19 PDT

Sunday, Monday, or Tuesday would be best for me.  I work Wednesday
through Saturday and don't get home until 7 pm (PDT) at the earliest.
That would be 10 pm on the east coast at the earliest.

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 I'm not really lost, just locationally challenged.


 ------------
Category 12,  Topic 2  [MOVED]
Message 70         Mon Sep 29, 2003
TCOMPTER                     at 08:32 PDT

I'm going to propose the 19th of October (26 Oct as an alternate) as the next
get-together to continue the adventure that was suspended last year.   By that
time, Roger should be up and running on his new mac  ;)  and I should have
time to dig up the adventure from my OLD mac, and send it to you all as some
refresher reading.

To ask again my question about where to put it, do you think it would be a
good idea to post the logs here, or would that waste too much band-width?   I
was thinking that might garner some interest in the game.

If it would be too much, I'll just email it to you all with text attachments.


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 71         Mon Sep 29, 2003
SCHNORENBERG [Roger]         at 20:28 PDT

Replying to 'TCOMPTER' in Category 7 Topic 2:

> I'm going to propose the 19th of October (26 Oct as an alternate) as
the
> next get-together to continue the adventure that was suspended last
year.

Both dates are fine for me. :)

> To ask again my question about where to put it, do you think it would
be
> a good idea to post the logs here, or would that waste too much
> band-width?   I was thinking that might garner some interest in the
game.

I think they should be posted here.  This forum has served as the public
record of the game to date, and I think it has served well.  I also hope
that posting the logs here will generate some additional interest.



 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 You're sick and twisted.  I like that!


 ------------
Category 12,  Topic 2  [MOVED]
Message 72         Mon Sep 29, 2003
SYNDICOMM [Sheppy]           at 22:07 PDT

Both the 19th and 26th should work fine for me.

I'm not sure posting in the board stuff as long as those logs is good, unless
you at least break them up into shorter chunks first and post them in a series
of messages over time. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 73         Tue Sep 30, 2003
KGAGNE [Ken]                 at 06:30 PDT

Why not upload the logs to the RPG Forum's file library?

 ------------
Category 12,  Topic 2  [MOVED]
Message 74         Tue Sep 30, 2003
TCOMPTER                     at 07:22 PDT

> I'm not sure posting in the board stuff as long as those logs
> is good, unless you at least break them up into shorter chunks
> first and post them in a series of messages over time. :)

Ahh, kind of like a serial novel?    I'll look into that.   :)

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 75         Fri Oct 03, 2003
TCOMPTER                     at 12:25 PDT

In preparation for the upcoming resumption of our adventure in the Kingdom of
Mercia, I have uploaded a log of our adventures in and around Byrne to the
files area here.   Please refer to it before our next get together, to remind
you of what went on before.

When I realized that the logs would span 37 messages in the forum here, I
decided to put them in the file area instead, and stopped cleaning up the
typos and side comments.  However, you may find them amusing as well.  :)

Roger, you especially should look at the file, so that you will know what went
on in your absence.

For those reading this that are not players, please feel free to read it as
well, to get a feel for how our games work!   We'd be glad to have a few more
players!

See you all on the 19th!

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 76         Fri Oct 03, 2003
SCHNORENBERG [Roger]         at 21:37 PDT

What time will we start on the 19th?

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 No animals were injured in the making of this COOKIE.


 ------------
Category 12,  Topic 2  [MOVED]
Message 77         Sat Oct 04, 2003
SYNDICOMM [Sheppy]           at 17:38 PDT

Gosh, I hope I can find my character sheets...

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 78         Mon Oct 06, 2003
TCOMPTER                     at 10:17 PDT


> What time will we start on the 19th?

I was going to suggest starting at 3PM, if that's ok.  I would ask that
everyone read the logs before then, so that we're all caught up with the
storyline.


> Gosh, I hope I can find my character sheets...

I'll try to find the character sheets that I have, or at least a summary of
the data that I have on the characters, and send them to you.


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 79         Mon Oct 06, 2003
SCHNORENBERG [Roger]         at 21:27 PDT

Replying to 'TCOMPTER' in Category 7 Topic 2:

> I was going to suggest starting at 3PM, if that's ok.

3 PM eastern or pacific time?  Either one is good for me. :)

> I would ask that everyone read the logs before then, so that we're all
> caught up with the storyline.

I read the logs this morning and enjoyed it.  They almost read like a
book.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b11 with NiftySpell 1.0
 Via Marinetti 2.0.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Dyslexic Christian sells soul to Santa  ...News at 11


 ------------
Category 12,  Topic 2  [MOVED]
Message 80         Tue Oct 07, 2003
TCOMPTER                     at 07:47 PDT

>> I was going to suggest starting at 3PM, if that's ok.
> 3 PM eastern or pacific time?  Either one is good for me. :)

Duh.   I keep forgetting we have a world-wide audience  :)
I meant 3PM Eastern Time, which should give us a good 6-7 hours to play before
we east-coasters have to go to bed so that we can work the next day.  :)
____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 81         Wed Oct 08, 2003
SYNDICOMM [Sheppy]           at 08:47 PDT

I found my character sheets, and 3PM on the 19th sounds great to me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 82         Tue Oct 28, 2003
TCOMPTER                     at 14:32 PDT

We have decided to gather on Monday Night, Nov 3 at 8:00PM Eastern Time for a
short session, sort of a 'tweener' session, to do all the tedious stuff
adventurers must do between adventures.

As always, guests are welcome to come and spectate, (although this is probably
not going to be one of the more exciting sessions :).

If any of the players in the campaign cannot make it then, please let me know,
and we'll make other arrangements.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2
Message 83         Thu Jun 10, 2004
TCOMPTER [TheDM]             at 19:10 PDT

.... continuing from topic 1...

> So... when do we gather again? :)

Roger said after the last meeting that he would be out of town for a few
weeks, but I'd like to tentatively suggest Sunday the 23rd of November at 3PM
Eastern Time.   (That's the Sunday before Thanksgiving.)  I'd probably also be
available on either of the two following Sundays, (the 30th or the 7th of
December), assuming I'm not taking another trip to the airport on one of
those days. How does that sound to everyone?


____  __         _ _
.||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 84         Wed Nov 12, 2003
SYNDICOMM [Sheppy]           at 16:47 PDT

November 23 is good for me.  The 7th is okay but not as good.  The 30th is no
good; I'll be traveling then.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 85         Fri Nov 21, 2003
TCOMPTER                     at 14:20 PDT

Ok, it's official:  We will NOT be playing this Sunday, the 21st of November.
We will try again on the 7th of December.  More to follow...

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 86         Mon Nov 24, 2003
TCOMPTER                     at 06:29 PDT

Uhhh, I goofed.  It turns out that the 7th of December is unavailable to me,
due to a prior commitment that I had forgotten about.   My humble apologies to
all.

Can we shoot for the 14th?

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 87         Mon Nov 24, 2003
SCHNORENBERG [Roger]         at 18:08 PDT

The 14th is fine with me.

I got back the evening of the 22nd only to find that my telephone line had a
bad humming noise on it.  I have been unable to dial into my ISP until they
fixed the problem today. :(
 ------------
Category 12,  Topic 2  [MOVED]
Message 88         Mon Nov 24, 2003
SYNDICOMM [Sheppy]           at 21:01 PDT

The 14th works for me too.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 89         Wed Dec 10, 2003
TCOMPTER                     at 07:40 PDT

Just a reminder that we will be meeting this Sunday, the 14th, at 3PM Eastern
Time.

If anyone runs into Sean, please remind him.

May the Dice be with you!

____  __         _ _
 ||he ||)ungeon //\/\aster



 ------------
Category 12,  Topic 2  [MOVED]
Message 90         Tue Jan 06, 2004
SCHNORENBERG [Roger]         at 14:43 PDT

When would everyone like to get together for the next session?  Any Sunday,
Monday, or Tuesday works for me.

Roger
 ------------
Category 12,  Topic 2  [MOVED]
Message 91         Wed Jan 07, 2004
TCOMPTER                     at 07:58 PDT


> When would everyone like to get together for
> the next session?  Any Sunday, Monday, or
> Tuesday works for me.

My Sundays are pretty clear at the moment, starting with the 18th of Jan on.

But -- they are likely to fill up fast, so if we can settle on a date, that
would be a good thing. :)

For instance, Feb 15th is out.
____  __         _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 92         Wed Jan 07, 2004
SYNDICOMM [Sheppy]           at 15:21 PDT

I'm free any Sunday this month, as well as the first two Sundays of February.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 93         Thu Jan 08, 2004
TCOMPTER                     at 13:21 PDT

I believe we have a quorum.   The adventure will continue on Sunday, the 18th
of January, at 3PM Eastern Time.

See you then!

____  __         _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 94         Thu Jan 08, 2004
SCHNORENBERG [Roger]         at 23:41 PDT

Has any one heard from Kelvin or Sean?

Roger
 ------------
Category 12,  Topic 2  [MOVED]
Message 95         Fri Jan 09, 2004
TCOMPTER                     at 09:23 PDT

> Has any one heard from Kelvin or Sean?

I have heard from Kelvin.  He said the 18th was good for him.  I've not heard
from Sean.


____  __         _ _
 ||he ||)ungeon //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 96         Fri Jan 09, 2004
SYNDICOMM [Sheppy]           at 18:57 PDT

Sean hopped into chat recently, just long enough to say that his personal life
has been hectic the last couple of months.  I don't know what's up.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 97         Thu Jan 29, 2004
TCOMPTER                     at 08:29 PDT

Just a reminder to all, that Superbowl notwithstanding, we will be meeting
again this Sunday the 1st, at 3PM Eastern time to continue our adventure.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 98         Thu Feb 05, 2004
TCOMPTER                     at 10:34 PDT

I would like to propose the 22d of February for our next get-together.  How
does that sound to everyone?

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 99         Thu Feb 05, 2004
SCHNORENBERG [Roger]         at 22:17 PDT

Sounds good to me.  Will we start at 12:00 pm - Syndicomm Time - as usual?

Roger
 ------------
Category 12,  Topic 2  [MOVED]
Message 100        Fri Feb 06, 2004
SYNDICOMM [Sheppy]           at 12:10 PDT

That sounds good to me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2  [MOVED]
Message 101        Sun Mar 14, 2004
TCOMPTER                     at 05:25 PDT

Reminder folks, we will be meeting today at 3PM Eastern.


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2  [MOVED]
Message 102        Mon Mar 15, 2004
TCOMPTER                     at 09:04 PDT

Alas, whilst trying to save the scrollback from last night's session, my
computer crashed hard, and I lost it.  Did any of the players happen to save
the session?  If so, I'd appreciate it if you could email me a copy of it.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 2
Message 103        Thu Jun 10, 2004
TCOMPTER [TheDM]             at 19:19 PDT

I believe we had more or less agreed to the 4th of April as our next session
date. I hope that is going to work for everyone.  I'm afraid I'm sort of
locked into that date, since it is the week my wife is out of town.

____  __         _ _
.||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 104        Sat Mar 20, 2004
SYNDICOMM [Sheppy]           at 22:51 PDT

April 4th is still good for me.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2  [MOVED]
Message 105        Sun Mar 21, 2004
SCHNORENBERG [Roger]         at 14:20 PDT

> April 4th is still good for me.

Fine with me too.

Roger

P. S.  Flint knows that was a scroll of Cure Serious Wounds, but profoundly
thanks Moradin Soul Forger for his intervention.
 ------------
Category 12,  Topic 2  [MOVED]
Message 106        Fri Mar 26, 2004
TCOMPTER                     at 05:39 PDT

Ok, folks, the votes are in, and the winner is...    March 28th!  Yes, this
Sunday, at 3PM Eastern Time, we will continue with (what will hopefully be)
the climactic conclusion of the "Mysterious Beasts of Berghof."

See you all there!

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 107        Sat Mar 27, 2004
SYNDICOMM [Sheppy]           at 23:00 PDT

Woohoo!  I'll be there, along with my alter egos.  I can't wait!

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2  [MOVED]
Message 108        Tue Apr 20, 2004
SYNDICOMM [Sheppy]           at 11:59 PDT

Sounds great. :)

By the way, looks like I will only be able to be around for an hour or so on
Sunday... it's my nephew's birthday, which I forgot, and I have a party I have
to attend.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2  [MOVED]
Message 109        Sat Apr 24, 2004
SYNDICOMM [Sheppy]           at 14:55 PDT

I think I'll be able to return to the game tomorrow after a while.  The party I
need to go to is for a nephew, starting at 5:00 EDT.  I expect I'll be home by
8:00 or 9:00 at the latest, so I may be able to catch the tail end of the
session as well as the first hour or hour and a half.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2  [MOVED]
Message 110        Thu Jun 10, 2004
TCOMPTER [TheDM]             at 07:17 PDT

Reminder, gentle readers, that our next scheduled session is this Sunday, the
13th of June, at 3PM Eastern Daylight Time.

See you there!

____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 2
Message 111        Tue Jun 15, 2004
SYNDICOMM [Sheppy]           at 17:12 PDT

When do we play next?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 112        Wed Jun 16, 2004
TCOMPTER [TheDM]             at 09:31 PDT

For our next session, I would like to propose the 27th of June, with a backup
of ... oh, hmm.  I guess the 4th of July wouldn't be a good backup day.  :)

Well, actually, I have the 5th off as well, so we could play that day too.

The 11th of July is out, since I'll be in Oklahoma at my daughter's graduation.
The 18th is probably bad, (but maybe not) since that's the weekend of the
Vintage Computer Festival East, which I've still not decided whether or not to
attend.  (And you others might be getting ready for KFest.   :)

Hmm.  So there's about a 4 week stretch that we CAN'T play -- maybe we should
try for the 27th _AND_ sometime the weekend of the 4th (unless someone has
weekend -long plans).  Two more sessions ought to finish up this particular
adventure.  Then I'll need a month to get the next one ready anyway.  :)

____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 2
Message 113        Wed Jun 16, 2004
SYNDICOMM [Sheppy]           at 11:57 PDT

I'm good on the 27th and the 5th.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 114        Mon Jun 21, 2004
TCOMPTER [TheDM]             at 10:11 PDT


Ok, I'm going forward with the assumption that we will meet again on the 27th
of June, at 3PM Eastern, as usual.  I guess we'll discuss then if we want to
meet on the 5th of July or not.

____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 2
Message 115        Fri Jun 25, 2004
TCOMPTER [TheDM]             at 11:03 PDT


Correction:

Based on a conversation in the A2 chat area the other day, we've decided that
the next session will in fact be on July 5th 2004 at 2:00PM Eastern Daylight
Time.

See you then!
_____   __          _  _
((_he _//_)ungeon _//|//|aster
'                        `--------

 ------------
Category 12,  Topic 2  [MOVED]
Message 116        Thu Jul 29, 2004
TCOMPTER [TheDM]             at 03:50 PDT

Now that KFest is over, perhaps it's time to start thinking about our next
session.  It still won't be for a couple weeks, probably, but let's start
talking about it.

August 15 and 29 are good for me.  August 22 is NOT good.


____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2  [MOVED]
Message 117        Sat Jul 31, 2004
SYNDICOMM [Sheppy]           at 21:19 PDT

I'm good every Sunday the 22nd and earlier; I'm not good the last Sunday in
August.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 118        Mon Aug 02, 2004
SCHNORENBERG [Roger]         at 19:03 PDT


Any Sunday is good for me.

Roger
 ------------
Category 12,  Topic 2
Message 119        Tue Aug 03, 2004
TCOMPTER [TheDM]             at 12:46 PDT


Ok, it looks like we're closing in on the 15th then.  Just need a word from
Kelvin.

____   ___         _  _
.||he _||_)ungeon //\//\aster



 ------------
Category 12,  Topic 2
Message 120        Tue Aug 03, 2004
TCOMPTER [TheDM]             at 13:00 PDT

It's official:  Our next session will be on the 15th of August, at 3PM Eastern
Daylight Time.

See you there!
____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 121        Fri Aug 13, 2004
TCOMPTER [TheDM]             at 10:57 PDT

Hey folks,
Don't forget our next session, which will this Sunday
on the 15th of August, at 3PM Eastern Daylight Time.


See you there!

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 122        Thu Aug 19, 2004
TCOMPTER [TheDM]             at 09:28 PDT


So when will we pick up again?  I understand the 29th is bad for Sheppy, and we
probably don't wnat to bust up the Labor Day weekend, so how 'bout the 12th of
September?

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 123        Thu Aug 19, 2004
SYNDICOMM [Sheppy]           at 18:13 PDT

September 12th is a good day for me.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 124        Tue Aug 31, 2004
SCHNORENBERG [Roger]         at 17:40 PDT


The 12th of September is fine with me.  What my #@%$*@% ISP will do is another
matter. :(

Roger
 ------------
Category 12,  Topic 2
Message 125        Fri Sep 10, 2004
TCOMPTER [TheDM]             at 06:49 PDT

The minutes tick slowly by, as the party stares at the iron-bound door, waiting
impatiently for Sunday to arrive.


See you all at 3PM Eastern this Sunday the 12th!

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 126        Tue Sep 21, 2004
TCOMPTER [TheDM]             at 10:47 PDT

When did we say we were going to meet again?  Was it Sunday the 26th of
September?

If that is the case, I'm sad to report that I will have to beg off -- a family
event has arisen that I am obligated to attend.

What's the next best date for everyone?

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 127        Tue Sep 21, 2004
SYNDICOMM [Sheppy]           at 15:44 PDT

I'm open every Sunday in October and November.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 128        Tue Sep 21, 2004
TCOMPTER [TheDM]             at 15:55 PDT

Given the imminent departure to points unknown of our comrades Jozlan and
Icarius, it seems terribly important that we somehow come to closure with our
current endeavor.

Since this Sunday is unavailable, is there any chance that we could meet on
Monday (27th) or Tuesday (28th) evening just this once?  I could be available
from 6:30 PM until whenever we finish, if that would be possible for the rest
of you.

____B  ____B B B B B B B B  _B  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 129        Wed Sep 22, 2004
KWS                          at 05:21 PDT

I can make it Monday or Tuesday evening.

Kelvin

 ------------
Category 12,  Topic 2
Message 130        Wed Sep 22, 2004
SYNDICOMM [Sheppy]           at 17:55 PDT

I can make it Monday or Tuesday as well.


 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 131        Thu Sep 23, 2004
KWS                          at 17:30 PDT

Ok, I lied about monday or tuesday.  I didn't expect to move out and lose
broadband access until wednesday, but it turns out that it'll be this Sunday,
so I won't have the time or internet access to partake in our rpg for maybe a
month or 2.  Unless we do it while I'm at work next week :)

Kelvin

 ------------
Category 12,  Topic 2
Message 132        Thu Sep 23, 2004
KWS                          at 19:42 PDT

If I change my mind to many more times, people might start accusing me of
being a presidential candidate :)

Thanks to Thomas, I be available next week nights.

Kelvin (that's my final answer).

 ------------
Category 12,  Topic 2
Message 133        Sat Sep 25, 2004
SYNDICOMM [Sheppy]           at 15:42 PDT

What's up, you going to borrow a machine at Thomas's place? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 134        Sat Sep 25, 2004
TCOMPTER [TheDM]             at 15:57 PDT

Ok, guys, here it is.   I'll be ready to go Monday Night at 7PM Eastern.   I'm
hoping Roger somehow gets the word.

Kelvin, do you remember how to get to my place?

If not, check your email.  :)


___________
  | homas


 ------------
Category 12,  Topic 2
Message 135        Sun Sep 26, 2004
KGAGNE [Ken]                 at 05:57 PDT

Wow!  Some head-to-head gameplay.

Don't peek behind the DM screen, Kelvin! :)

-Ken

 ------------
Category 12,  Topic 2
Message 136        Sun Sep 26, 2004
SCHNORENBERG [Roger]         at 19:05 PDT


Monday is fine with me.

Roger.
 ------------
Category 12,  Topic 2
Message 137        Mon Dec 06, 2004
TCOMPTER [TheDM]             at 06:04 PDT

Boy, it's been a while, hasn't it?

I appreciate your patience with me, guys.  School is over now, but we're having
some remodeling done, (you won't recognise the place, Kelvin ;) and so moving
books, computers and furniture is taking up a lot of my time now, and I'd be
dishonest if I promised another adventure would be ready this month.
However, I WILL promise an adventure will be ready to go in January, so let's
start thinking of dates for then, ok?

I will be available on the 9th, 16th, 23rd or 30th.  How's it looking for
everyone else?


____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 138        Tue Dec 07, 2004
SYNDICOMM [Sheppy]           at 18:16 PDT

I'm available on all of those dates.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 139        Mon Jan 24, 2005
SYNDICOMM [Sheppy]           at 22:15 PDT

Any idea when we'll be playing again? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 140        Tue Jan 25, 2005
TCOMPTER [TheDM]             at 09:48 PDT


I've been struggling with how to segue into the next adventure, and indeed, in
figuring out what the next adventure will be.  It's going to involve
accompanying the Baron and part of his retinue on a trip to "the BIG City" to
pay his taxes. Look for some hints coming soon to a website near you!
 (See my remarks in the other topic)

As far as when -- I'm looking at mid-February before I'll probably be ready to
go.

How would the 13th sound for everyone?

____    ___          _ _
.||he  _||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 141        Tue Jan 25, 2005
TCOMPTER [TheDM]             at 09:56 PDT


Actually, what I was going  to say fits here just as well as there...   :)

I was thinking that the next adventure might be a short one that only involved
the original 3 characters -- Flint, Mialee and Jozlan.   My rationale for that
is that Flint and Mialee, as multiclassed characters, are starting to fall
behind the others in level, and it might be nice to give the primaries a
"boost".

Jozlan, on the other hand, is already ahead of the pack, and so maybe we could
have Flint, Mialee and Icarius go on a mission.

What do you guys think of that idea?  Would you like to give one of your
characters a little experience boost, or would you rather keep the whole gang
together?

The reason I need to know is that it will, of course affect how the next
adventure is laid out, because I'm a bit of a stickler for continuity in the
campaign (usually).

____    ___          _ _
.||he  _||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 2
Message 142        Tue Jan 25, 2005
KWS                          at 10:26 PDT

Icarius needs experience more than jozlan does, so it would probably be better
for him to go.

Kelvin

 ------------
Category 12,  Topic 2
Message 143        Thu Jan 27, 2005
TCOMPTER [TheDM]             at 11:42 PDT


Ok, then ---   We have a tentative date set for February 13th, at 3PM Eastern
Time to start our next adventure.

Chances are, this will include 3 characters: Flint, Mialee and Icarius, and
will involve a trip to Mercia's Royal city of  Kendall.

Brush up on those spell books, boys!

____    __          _ __
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 144        Fri Jan 28, 2005
SYNDICOMM [Sheppy]           at 19:49 PDT

I like the idea of having the original threesome go.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 145        Thu Feb 10, 2005
TCOMPTER [TheDM]             at 12:29 PDT


Folks,

Things aren't looking so good for this weekend's planned outing.  For one
thing, we haven't heard from Roger, and I'd hate for anyone to miss out on this
one, especially since it's been so long.

Secondly, this adventure is almost entirely out of whole cloth, and I'm not as
prepared as I'd like to be, (and won't really have a chance to get there before
Sunday).  I'm afraid that I would be winging it mostly, and that wouldn't be
much fun for anyone,

So -- as much as I hate to do it, I'd like to postpone the session, probably
until Roger surfaces again, or at least until I'm fully prepared.

Please acknowledge this message, either here or in email, so I can sleep this
weekend without worrying about someone waiting for me in the BB on Sunday.  :)

____    ___          _ _
.||he  _||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 146        Fri Feb 11, 2005
SYNDICOMM [Sheppy]           at 08:41 PDT

Just let me know when you'd like to reschedule.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 2
Message 147        Sun Feb 13, 2005
SCHNORENBERG [Roger]         at 12:06 PDT

The same for me.  Any Sunday is fine.

Roger
 ------------
Category 12,  Topic 2
Message 148        Thu Feb 24, 2005
TCOMPTER [TheDM]             at 11:34 PDT

Ok, fellas, how does Sunday the 6th of March sound?  (Only 2 months later than
I'd hoped back in November <sigh>)  That's about 2 weeks away.  Hopefully
that's enough lead time for everyone.  I'm far enough along that I can be
reasonably sure to have the adventure ready by then.

____    ___          _ _
.||he  _||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 149        Thu Feb 24, 2005
SCHNORENBERG [Roger]         at 23:37 PDT


That's fine with me.  What time do we start, 12:00 PM (Syndicomm Time)?   :-)

Roger

 ------------
Category 12,  Topic 2
Message 150        Fri Feb 25, 2005
TCOMPTER [TheDM]             at 09:15 PDT

> What time do we start, 12:00 PM (Syndicomm Time)?   :-)

Yes. 12PM Pacific, 3PM Eastern

____    ___          _ _
.||he  _||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 151        Fri Feb 25, 2005
SYNDICOMM [Sheppy]           at 12:24 PDT

March 6 sounds good to me!

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 152        Mon Feb 28, 2005
KGAGNE [Ken]                 at 05:15 PDT

How long has this campaign been played (either in real-time or game-time)?

-Ken

 ------------
Category 12,  Topic 2
Message 153        Mon Feb 28, 2005
TCOMPTER [TheDM]             at 07:18 PDT


Ken asked:
> How long has this campaign been played (either in real-time or game-time)?

According to the dates on the log here, our first game was Friday, October 26,
2001, so in real-time, it has been about 3 1/3 years.

Of course, we took almost a full year hiatus while I pursued my Master's
Degree.

The current "game date" is February 976;  I would guess that the characters
have been adventuring together for almost 2 years of game-time.  It may be
more, I'm not sure.

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 154        Fri Mar 04, 2005
TCOMPTER [TheDM]             at 09:01 PDT


SO!   We're definitely ON for this Sunday, the 6th of March, 2005.   3PM
Eastern, 12 noon Western... errr... Pacific / Syndicomm Time.


See you then!


P.S.  Kelvin, you're welcome to drop in any time after noon.  :)

____    ___          _ _
.||he  _||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 2
Message 155        Tue Mar 22, 2005
TCOMPTER [TheDM]             at 06:22 PDT


Hey, I thought I had already posted this but I guess not;

How does April 10th sound for the next session?

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 156        Tue Mar 22, 2005
SCHNORENBERG [Roger]         at 13:48 PDT


> How does April 10th sound for the next session?

That's fine with me.

Roger
 ------------
Category 12,  Topic 2
Message 157        Wed Mar 23, 2005
SYNDICOMM [Sheppy]           at 10:00 PDT

April 10th sounds good.  Is this another limited-group session, or are all the
characters in this one?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 2
Message 158        Wed Mar 23, 2005
TCOMPTER [TheDM]             at 10:56 PDT

> Is this another limited-group session,
> or are all the characters in this one?

This will be for all of them.

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 159        Thu Apr 07, 2005
TCOMPTER [TheDM]             at 14:03 PDT

Just a reminder of our upcoming session this Sunday, April 10th, at 3PM
Eastern Daylight time.

Kelvin, should I expect you to drop in around 2?

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 160        Sat Apr 09, 2005
KWS                          at 13:21 PDT

Thomas,

I'll drop in around 2.

Kelvin/Jozlan/Icarius

 ------------
Category 12,  Topic 2
Message 161        Fri Apr 15, 2005
KGAGNE [Ken]                 at 05:39 PDT

How'd Sunday's game go?

 ------------
Category 12,  Topic 2
Message 162        Fri Apr 15, 2005
TCOMPTER [TheDM]             at 06:11 PDT


> How'd Sunday's game go?

Very well, at least from my perspective.  :)  The party was able to quickly
determine the mechanics of using the mysterious magical portals.  Now it
remains to be seen if they can figure out the larger mystery -- where do they
go?

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 163        Sat Apr 16, 2005
SYNDICOMM [Sheppy]           at 20:28 PDT

The portals weren't hard to figure out, although figuring out the destinations
might be tricky.  I think some of them correspond to the little forts on the
map we have, although we'll have to get a better look around before we can be
sure.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 164        Fri Apr 22, 2005
SYNDICOMM [Sheppy]           at 14:35 PDT

I'm available on May 1 and 22.  And the 15th, for that matter, but Thomas has
already ruled that date out.

My availability goes down pretty soon since the baby is due in late June, but
Sarah says I can keep playing if we take more frequent and longer breaks. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 165        Fri Apr 22, 2005
SYNDICOMM [Sheppy]           at 14:37 PDT

Mialee would like to point out some things that may affect her currently
frightening encumbrance value:

She's not carrying the longsword of light; it's in Pengo's bag of holding.

Also, you do realize she doesn't tote all her treasure with her everywhere she
goes, right? :)

I'm not sure otherwise why she should be as encumbered as she is.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 166        Fri Apr 22, 2005
SCHNORENBERG [Roger]         at 20:47 PDT

Any Sunday in May is fine with me.

Roger


 ------------
Category 12,  Topic 2
Message 167        Sun Apr 24, 2005
TCOMPTER [TheDM]             at 16:20 PDT

Ok, it's sounding like the 22d is the day to shoot for.


Kelvin, will that work for you?


____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 168        Sat May 07, 2005
SYNDICOMM [Sheppy]           at 20:31 PDT

So, when are we meeting next? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 169        Mon May 09, 2005
TCOMPTER [TheDM]             at 08:27 PDT


> So, when are we meeting next? :)

Based on the last few messages, I think the 22d is the next date, but we're
still waiting to hear from Kelvin.

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 170        Tue May 10, 2005
SYNDICOMM [Sheppy]           at 21:20 PDT

In chat just now, Kelvin says the 22nd is a "yeah probably." :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 171        Sun May 15, 2005
KWS                          at 18:40 PDT

may 22nd will work for me.

Kelvin

 ------------
Category 12,  Topic 2
Message 172        Mon May 16, 2005
TCOMPTER [TheDM]             at 08:07 PDT

Excellent!  We'll see you all on the 22d, at 3PM Eastern Daylight time.

____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 173        Tue May 31, 2005
TCOMPTER [TheDM]             at 12:29 PDT


I think we're pretty much agreed that the next session will be on Sunday the
5th of June, but last time we talked about perhaps starting earlier, in order
to ensure that we make it through the caverns in the time allotted.

I am available starting at 1PM Eastern that day -- how are the rest of you
situated?  Can/should we push the start time a little earlier this once?

_________
  | homas


 ------------
Category 12,  Topic 2
Message 174        Wed Jun 01, 2005
SYNDICOMM [Sheppy]           at 20:49 PDT

I could start earlier on Sunday. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 175        Fri Jun 03, 2005
TCOMPTER [TheDM]             at 07:36 PDT


Thanks for the response fellas.  We'll plan to start at 1:30 Eastern Time this
Sunday, the 5th of June, 2005.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
 ------------
Category 12,  Topic 2
Message 176        Mon Jun 06, 2005
TCOMPTER [TheDM]             at 08:00 PDT

Well, I hope everyone had fun yesterday.  It was terribly interesting for me.
:)

Now, to the finishing of it -- Honestly... really... no kidding... I think we
have 2-3 hours tops to go to finish off this adventure.

Kelvin may be leaving town sometime soon, and Sheppy has other obligations
which are fast approaching.  :)  Also, Sundays are going to be tough for me to
manage for a few months.

So is there any way that we could meet on a weekday evening sometime, perhaps
Thursday, at say 7-11 PM Eastern?  (Roger, I'm not sure what your schedule is
these days.)  If we can get you through the rest of the caverns, any lingering
details could be finished up in Category 12, Topic 3, here.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 2
Message 177        Mon Jun 06, 2005
SYNDICOMM [Sheppy]           at 08:45 PDT

I can't do it on Thursday; we have a child safety and infant CPR class to
attend Thursday night.  Every other night this week is fine for me though.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 178        Mon Jun 06, 2005
SCHNORENBERG [Roger]         at 17:48 PDT

> So is there any way that we could meet on a weekday evening sometime, perhaps
> Thursday, at say 7-11 PM Eastern?  (Roger, I'm not sure what your schedule is
> these days.)  If we can get you through the rest of the caverns, any
lingering
> details could be finished up in Category 12, Topic 3, here.

I work Wednesday through Saterday.  While I am scheduled for 10 hour work days,
I almost always have overtime and can not predict when I will be finished for
the day.  For example, in the last two weeks I averaged 11.5 hours per day.
This means I usually arrive home between 8 and 10 pm. (Syndicomm Time)

Mondays and Tuesdays are the only days possible for me.

Roger
 ------------
Category 12,  Topic 2
Message 179        Thu Jun 09, 2005
SYNDICOMM [Sheppy]           at 13:26 PDT

Well, since the baby arrived early, my schedule is a total mess.  We had to
cancel our plans to go to the child safety class. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 180        Fri Jun 10, 2005
TCOMPTER [TheDM]             at 09:53 PDT

Given Roger's work schedule, and Kelvin's imminent travel plans, I guess we
should maybe try for the first Monday or Tuesday evening that Sheppy thinks he
can manage.

Or - we can give it up until August or so.

Whaddya think?

_____ ___          _  _
.||he _|_)ungeon _//\//\aster

 ------------
Category 12,  Topic 2
Message 181        Sat Jun 11, 2005
SYNDICOMM [Sheppy]           at 01:32 PDT

With so little left to do in the game, I'd hate to wait until August.  You guys
schedule a Monday or Tuesday evening, and I'll make arrangements so I can be
there.  Sarah's mom is staying with us for a couple of weeks, so I can get a
couple-three hours of coverage. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 182        Mon Jun 13, 2005
SYNDICOMM [Sheppy]           at 06:41 PDT

Things have calmed down a bit here, so I can play, I think, for a couple three
hours.  Let me know. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 183        Mon Jun 13, 2005
TCOMPTER [TheDM]             at 09:53 PDT


>  With so little left to do in the game, I'd hate to wait until August.

So would I!  :)

I'm glad to hear that things are going smoothly, Sheppy.  This week is packed
for me -- getting ready for a garage sale on Saturday while watching the Star
Wars Saga, one film per day (Netflix finally came through with AOTC  ;)

How does next Monday (20 June) sound to Roger and Kelvin?

_________
  | homas


 ------------
Category 12,  Topic 2
Message 184        Mon Jun 13, 2005
KWS                          at 15:38 PDT

I'm leaving this thursday morning, i'm stopping in michigan for a couple
(or more) days, but I have no idea where I'll be in the immediate future.

kelvin

 ------------
Category 12,  Topic 2
Message 185        Mon Jun 13, 2005
KGAGNE [Ken]                 at 18:18 PDT

I hope your travels take you by way of Kansas City, Kelvin! :-)

-Ken

 ------------
Category 12,  Topic 2
Message 186        Tue Jun 14, 2005
TCOMPTER [TheDM]             at 07:33 PDT


> I'm leaving this thursday morning,

Well, good luck and God speed on your travels, Kelvin.  Let us know whenever
you get somewhere where you can get online for a couple hours on a monday or
tuesday evening, and we'll get this wrapped up.  :)

_________
  | homas


 ------------
Category 12,  Topic 2
Message 187        Tue Jun 28, 2005
KWS                          at 18:39 PDT

hi,

I'm back with internet access 24/7, but my scheule is very screwy right now.
I should be able to schedule time shortly, though.

kelvin

 ------------
Category 12,  Topic 2
Message 188        Thu Jun 30, 2005
TCOMPTER [TheDM]             at 08:40 PDT


Kelvin said:
> I'm back with internet access 24/7, but my scheule is very screwy right now.
> I should be able to schedule time shortly, though.

Excellent!   It would seem that the best day/time to finish up this adventure
would be some monday or tuesday evening, so let us know when you can get there.

_________
  | homas


 ------------
Category 12,  Topic 2
Message 189        Fri Jul 01, 2005
SYNDICOMM [Sheppy]           at 22:03 PDT

At present, I'm good pretty much any evening in July except for July 12th
through 18th, when my parents are in town to visit.  The rest of the month is
presently wide open.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 190        Wed Jul 06, 2005
TCOMPTER [TheDM]             at 07:38 PDT

How does Monday the 11th of July sound to everyone to get this current
adventure finished up?
Or, failing that, how 'bout the Tuesday the 19th?  (Since none of us are going
to K-Fest :(  )

I'd sure like to get this done before we all forget where we were.   :)

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 191        Thu Jul 07, 2005
SYNDICOMM [Sheppy]           at 07:00 PDT

Both of those dates are good for me, although July 11th is better.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 192        Mon Jul 11, 2005
TCOMPTER [TheDM]             at 10:03 PDT


Ok, gents -- we'll make a try tonight at 7PM Eastern to get together to finish
up the "Dwarves of Warka".

I think, due to the somewhat short notice of this planning, the plan should be
to go ahead if everyone shows up, and if not, we postpone until we can get
together.

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 193        Tue Jul 12, 2005
TCOMPTER [TheDM]             at 06:45 PDT

Thanks, guys, for your patience and perseverance last night.   After all is
said and done, it was done and done right well.  :)

As I mentioned, with my grandkids coming for a few weeks, my time will be a bit
tight, but look for the next session to be in late August / early September.
We'll be back in the Sunday afternoon timeframe, I'd guess.

Meanwhile, please feel free to use topic 3 to continue the adventure in Byrne.
Let me know there what your characters will be doing for the next several
weeks.

As soon as I'm able, I'll post details about the items that I recall you guys
picking up, and other important information.

So don't go away!  Keep an eye on this CAT for breaking news!  :)

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 194        Tue Jul 12, 2005
SYNDICOMM [Sheppy]           at 20:28 PDT

That was a lot of fun; I look forward to our next adventure.

Just remember that I'll have to have a number of longer breaks, thanks to our
new arrival. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 195        Wed Jul 13, 2005
TCOMPTER [TheDM]             at 07:07 PDT


> Just remember that I'll have to have a number of longer breaks,
> thanks to our new arrival. :)

I'm sure we can accomodate that.  In fact, it occurs to me that we might even
want to _schedule_ some breaks in there, so everyone will know that there will
be a time when they can go get something to eat, feed the dog, etc.  (And give
the DM time to react to unforseen character actions during the course of play
:)

With that in mind, the last time we played on Sunday, we started a bit earlier
in hopes of getting through the caverns.  That was intended to be a one-time
thing, but I wonder if that would work on a regular basis, to include some
scheduled breaks.

For instance, I could imagine a schedule like this:

Start at 1:00 PM
15-20 minute break at 3:30 PM
30-45 minute break at 6:00 PM
15-20 minute break at 8:30 PM
Stop at 11:00 PM.

Is that too structured?  Too many breaks?  Too few?  Too Long?  Too Short?


____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 2
Message 196        Wed Jul 13, 2005
SYNDICOMM [Sheppy]           at 11:10 PDT

I like that setup.  Would give me a chance to get food, help take care of the
baby a little during the day, and so forth. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 197        Mon Aug 15, 2005
TCOMPTER [TheDM]             at 07:08 PDT


Let's start thinking about a Sunday in September that we could get together
again.

At the moment, I'm open on the 11th, 18th, or 25th.


____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 198        Mon Aug 15, 2005
SCHNORENBERG [Roger]         at 18:44 PDT

Any Sunday in September is fine with me.

Roger


 ------------
Category 12,  Topic 2
Message 199        Wed Aug 17, 2005
SYNDICOMM [Sheppy]           at 06:37 PDT

I'm open any Sunday in September except the 4th.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 200        Mon Aug 22, 2005
TCOMPTER [TheDM]             at 08:19 PDT

Gentlemen,

Barring any unforseen circumstances or objections, our next session will be
Sunday, the 11th of September, 2005 at starting at 1PM Eastern Daylight Time.

I'd have sworn we talked here in the bulletin board about a revised schedule
for the day, but I couldn't find it anywhere, so here is the plan:

1:00 PM        Start
3:00-3:15 PM   Break
5:45-6:30 PM   Dinner Break
8:30-8:45 PM   Break
11:00 PM       Finish

Break times are approximate, based on the flow of play at the time.

Hopefully the scheduled breaks will make it easier to keep the pace up while we
are playing.

See you in September!

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 201        Mon Aug 22, 2005
SYNDICOMM [Sheppy]           at 20:47 PDT

Sounds good; it's on my calendar. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 202        Thu Aug 25, 2005
SFAHEY                       at 13:22 PDT

Acknowledged. Good to go.
 ------------
Category 12,  Topic 2
Message 203        Thu Sep 01, 2005
SCHNORENBERG [Roger]         at 22:20 PDT

I'm looking forward to it.

Roger

 ------------
Category 12,  Topic 2
Message 204        Mon Sep 12, 2005
TCOMPTER [TheDM]             at 11:30 PDT

Last night's session went pretty well, from my perspective.  I hope the
schedule proved advantageous for most. It surely worked for me.

Since I had to be sure to have the maps and all prepared for every possible
place you could have gone (in the compound) I didn't really have time to update
the website as thoroughly as I wanted to.  I will earnestly try to get that
done before the next session, as well as add Vlix's personal Spell Book to the
Database.

(It occurs to me that it might be advantageous to have a link to that spellbook
that generated a given Magic User's COMPLETE spellbook on one page.  Would that
be handy, or would it be too cumbersome?  Or maybe a page for each level of
spells?  What other user interface improvements could I make to make that more
user friendly?)

____  ___         _  _
.||he _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 2
Message 205        Mon Sep 12, 2005
SYNDICOMM [Sheppy]           at 12:39 PDT

I'd like to have all my spells on a single page; it would make the searching
much quicker.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 206        Thu Sep 15, 2005
SYNDICOMM [Sheppy]           at 08:18 PDT

When do we plan to play again? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 207        Thu Sep 15, 2005
TCOMPTER [TheDM]             at 13:17 PDT


How does the 23rd of October sound?  I'm afraid I'm booked on the 2d, 9th, and
16th  (High foliage season here, we have lots of social engagements).

_________
  | homas


 ------------
Category 12,  Topic 2
Message 208        Thu Sep 15, 2005
SYNDICOMM [Sheppy]           at 15:05 PDT

I'm available on the 23rd.  Bummer we can't do it sooner; I'm excited to keep
going. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 209        Fri Sep 16, 2005
SFAHEY                       at 08:04 PDT

At this time, the 23rd is ok... but that's a way off and don't know if
something will eventually conflict.
 ------------
Category 12,  Topic 2
Message 210        Mon Sep 19, 2005
SCHNORENBERG [Roger]         at 16:35 PDT

October 23 works for me.  Same time as last session (10:00 AM Syndicomm Time)?

Roger


 ------------
Category 12,  Topic 2
Message 211        Tue Sep 20, 2005
TCOMPTER [TheDM]             at 08:39 PDT

>> Roger asked:
> Same time as last session (10:00 AM Syndicomm Time)?

Yes.  I think that schedule worked well for most of us.  Even though I don't
have kids to worry about, it was good to have a breather in the middle there.

_________
  | homas

 ------------
Category 12,  Topic 2
Message 212        Thu Sep 22, 2005
KGAGNE [Ken]                 at 05:03 PDT

... Syndicomm has its own time zone? :)

 ------------
Category 12,  Topic 2
Message 213        Mon Sep 26, 2005
SFAHEY                       at 12:14 PDT

By happy coincidence, I am kicked out of the house on Oct. 23 due to a baby
shower, no men allowed. I will use that as an excuse to go to the office to get
some work done... which I will, but also play.
 ------------
Category 12,  Topic 2
Message 214        Tue Oct 18, 2005
TCOMPTER [TheDM]             at 13:20 PDT

Don't forget that we're playing this Sunday, October 23 rd at 1PM Eastern Time,
following the same schedule that seemed to work so well last time.

In the interest of getting more play-by-play character involvement by ALL the
characters, I was thinking of giving a special "participation x.p. bonus" on
this adventure. The concept is to split up a given bonus amount (1-5000 x.p.,
maybe) based on the number of actions that each character did or said.   This
is fairly easily calculated from the log using MS Word's search and replace.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster




 ------------
Category 12,  Topic 2
Message 215        Tue Oct 18, 2005
SYNDICOMM [Sheppy]           at 20:49 PDT

I like the idea, because it seems that someone's experience should improve
based on how much they do during a given period of time.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 216        Fri Oct 21, 2005
TCOMPTER [TheDM]             at 14:29 PDT


Don't forget, guys, we're playing this Sunday, the 23rd at Starting at 1PM
Eastern time.   See you then!


__________
  | homas

 ------------
Category 12,  Topic 2
Message 217        Fri Oct 21, 2005
KWS                          at 21:10 PDT

see you all Sunday.

 ------------
Category 12,  Topic 2  [MOVED]
Message 219        Tue Oct 25, 2005
TCOMPTER [TheDM]             at 18:11 PDT

I would like to propose 13 November, 2005 as our next session date.  It's far
enough before the holiday that it shouldn't interfere with many plans.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 2
Message 220        Fri Oct 28, 2005
SCHNORENBERG [Roger]         at 22:52 PDT


> I would like to propose 13 November, 2005 as our next session date.

Sounds good to me.  I promise that this time I won't try to upgrade my OS just
two days before the session.  :(

Roger

 ------------
Category 12,  Topic 2
Message 221        Tue Nov 08, 2005
TCOMPTER [TheDM]             at 06:14 PDT

A reminder that our next session will be this Sunday, the 13th of November,
2005, starting at 2:00 PM Eastern Standard Time, (11:00 AM Pacific and 1:00 PM
Central)

Come prepared for BATTLE!

_____  ___          _  _
.||he  _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 2
Message 222        Wed Nov 09, 2005
KWS                          at 11:38 PDT

Sorry for the late news, but I won't be around this Sunday :(

Kelvin.

 ------------
Category 12,  Topic 2
Message 223        Wed Nov 09, 2005
SYNDICOMM [Sheppy]           at 16:38 PDT

D'oh.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 224        Fri Nov 11, 2005
TCOMPTER [TheDM]             at 06:35 PDT

A final reminder of our next session this Sunday, the 13th of November, 2005,
starting at 2:00 PM Eastern Standard Time, (11:00 AM Pacific and 1:00 PM
Central)

Kelvin, we'll miss you, but I'm sure your comrades will do their utmost to keep
Jozlan and Icarius alive.  :)

_____  ___          _  _
.||he  _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 2
Message 225        Fri Nov 11, 2005
SFAHEY                       at 12:03 PDT

Jozlan and Icarius take point...

Ah, but seriously - I'm restoring a server. I might be done by game time, might
not - will try to multitask if possible,
 ------------
Category 12,  Topic 2
Message 226        Sun Nov 13, 2005
SYNDICOMM [Sheppy]           at 14:21 PDT

Mialee just wants to say that Flint and Mordin, and to a lesser extent, Vlix
and Owen, are all losers. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 227        Mon Nov 14, 2005
TCOMPTER [TheDM]             at 06:25 PDT

Well, I'm sorry things didn't work out yesterday.  As it turns out, Adelphia
went dead for about an hour and a half at 5PM, and had we been in the middle of
a session, that would have been doubly frustrating.

So...  When shall we try again?  There is a slight chance that I could do it
this _Saturday_ the 19th, if that would work for everyone else, but I'm afraid
the FIRST Sunday I'll have is Dec 11, or I could probably play on Dec 18th
(though that's pretty far out to firmly commit).

What does it look like for the rest of you?  Do we need to revisit the whole
schedule thing, or is Sunday Afternoon/evening still the best time for the
combined group? (An alternative would be to pick a weekday evening, where the
sessions would be shorter, but we could do it more often - say: every other
week.  Of course, that might be tough because of time differences.)

_____ ____          _  _
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 2
Message 228        Tue Nov 15, 2005
SYNDICOMM [Sheppy]           at 14:42 PDT

Well, for me, a weekday evening every other week would actually work better --
Sarah would stop harrassing me about making her take care of the baby for 12
hours nonstop. :D

I don't think I could get away with doing it on Saturday, since I hung out
online waiting for us to get started this week for so long once already.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 229        Wed Nov 16, 2005
TCOMPTER [TheDM]             at 07:26 PDT

> I don't think I could get away with doing it on Saturday

Well, it turns out that I can't either - I wasn't aware that we are booked for
Saturday evening.

The weekday evenings would work well for me too.  The trick is finding a time
when our western friends could be available.  I imagine it might be tough for
Roger to be available before 9PM Eastern on a weeknight.

OTOH, it's not even outside the realm of possibility that if we could agree on
a particular evening, we could have a _weekly_ session for 2.5 to 3 hours.

Gee, a regularly scheduled RPG Forum chat.   Just imagine!  :)

____  ___         _  _
.||he ||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 230        Thu Nov 17, 2005
SYNDICOMM [Sheppy]           at 12:49 PDT

Well, I'm available pretty late on weeknights, since I work on California time,
but that doesn't necessarily help, since two of you guys are on actual Eastern
time. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 231        Thu Nov 17, 2005
TCOMPTER [TheDM]             at 17:47 PDT

Sheppy said:

> Well, I'm available pretty late on weeknights, since I work on
> California time, but that doesn't necessarily help, since two
> of you guys are on actual Eastern time. :)

Heh, actually, Sheppy, I think that you and I are the only easterners now. :)
Kelvin is in Mountain time and Roger in Pacific, and Sean is in Central
(right, guys?)

Anyway, we'd love for the rest of you guys to weigh in on this subject.  :)


_____ ___          _  _
.||he _|_)ungeon _//\//\aster

 ------------
Category 12,  Topic 2
Message 232        Tue Nov 22, 2005
TCOMPTER [TheDM]             at 05:43 PDT


>DM despairs at the lack of feedback on the scheduling issue.
 ------------
Category 12,  Topic 2
Message 233        Sun Nov 27, 2005
SCHNORENBERG [Roger]         at 17:40 PDT

> Kelvin is in Mountain time and Roger in Pacific, and Sean is in Central
> (right, guys?)

Yes, I am on Pacific time.  Mondays and Tuesdays I am available since that is
my weekend.  I work Wednesday through Saturday and am not home until 7 PM PST
(10 PM EST) at the earliest and usually 9 PM PST (12 Midnight EST).

Roger
 ------------
Category 12,  Topic 2
Message 234        Mon Nov 28, 2005
SYNDICOMM [Sheppy]           at 07:03 PDT

I could easily get on board with playing on Monday or Tuesday evenings.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 235        Mon Nov 28, 2005
TCOMPTER [TheDM]             at 08:34 PDT

Roger said:
> Mondays and Tuesdays I am available since that is my weekend.

and Sheppy replied:
> I could easily get on board with playing on Monday or Tuesday evenings.

Ok, that's encouraging.  Kelvin? Sean?  Could you play on Monday or Tuesday
evenings?   (I would prefer Monday, but could work with Tuesday)

At this point, Dec 11 (Sunday) is looking shaky for me.  I may or may not be
able to make that, which is why I'd really like to try for the weeknight.   If
the Weeknight thing is ok for everyone, I could play on the 5th or 6th of Dec.

OTOH, if the Weeknight thing Does NOT work, I COULD play on Sunday the 4th,
now.  (I think)

The more I think about it, the more I like the idea of playing on weeknights,
for several reasons:

1)  It doesn't tie up an entire weekend day, so we all don't have to lose a
weekend each month.

2) The sessions will be shorter, so if someone misses one, they won't miss as
much as if they missed a Sunday session.

3) With shorter sessions, I won't need to prepare so many different long-term
options - IOW, there will be more opportunity for the characters to decide
their next course of action, and less "steering" into the planned path by the
DM.

4) With sessions every week or every other week, DM & players won't lose track
of what's going on, and it will be easier to stay excited about the game if you
know there will be some active play coming soon, rather than having to wait a
month.

____  ____          _ _
.||he _||_)ungeon _//\/\aster
 ------------
Category 12,  Topic 2
Message 236        Tue Nov 29, 2005
SYNDICOMM [Sheppy]           at 08:30 PDT

Don't forget:

5) Sheppy won't be beaten to death by his wife for vanishing into the basement
all day once a month.

:)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 237        Wed Nov 30, 2005
TCOMPTER [TheDM]             at 11:43 PDT

Ok, guys, we really need to come to a decision here pretty quick.   I'm putting
this in the Bulletin Board and in email to make sure everyone has a chance to
respond.

The question is, should we play:

       this Sunday, the 4th of December, starting at 2PM Eastern

           --- or  ---

       this Monday, the 5th, and Monday the 12th, and Monday the 19th

           --- or  ---

       this Tuesday the 6th, and Tuesday the 13th and Tuesday the 20th


   ?????

For the Monday or Tuesday options, we could start any time after 7PM Eastern.
We could start later if people can't make it by then.

My goal is to finish this adventure before the end of the year.  If we want to
skip one of the Monday/Tuesdays, we can do that too.

Please vote in the forum if you can, in email if you can't, on which option you
would prefer.


____  ____          _  _
.||he _||_)ungeon _//\//\aster



 ------------
Category 12,  Topic 2
Message 238        Wed Nov 30, 2005
SYNDICOMM [Sheppy]           at 11:43 PDT

I vote for Monday evenings.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 239        Wed Nov 30, 2005
KWS                          at 18:55 PDT

Hi all,

I'm in pacific time, not moutnain time.  Anyhow, the last 3 weeks I've been
ridiculously busy (my business partner got a last minute job out of the
country and I was left to deal with 2 conventions).  Those are done, so I
should have more free time now :)

Sunday the 4th or Mondays are good for me.  Tuesday the 6th I won't be
available, but the other Tuesdays are free.

Kelvin

 ------------
Category 12,  Topic 2
Message 240        Thu Dec 01, 2005
SFAHEY                       at 14:32 PDT


>> Mialee just wants to say that Flint and Mordin, and to a lesser extent, Vlix
and Owen, are all losers. :)


Gee - repair/restore mission critical file server and data = keep job, or play
D&D and piss off boss - lose job. Tough choice! I told you guys I was iffy on
that day.
 ------------
Category 12,  Topic 2
Message 241        Thu Dec 01, 2005
SCHNORENBERG [Roger]         at 14:32 PDT


I also vote for Monday evenings.

Roger
 ------------
Category 12,  Topic 2
Message 242        Thu Dec 01, 2005
SFAHEY                       at 14:39 PDT

I can only play on the weekends. I am free Sunday the 4th.
 ------------
Category 12,  Topic 2
Message 243        Thu Dec 01, 2005
TCOMPTER [TheDM]             at 16:29 PDT

Ok, then, for the time being, we'll stick with Sunday.  SOooo:   This Sunday
the 4th of December it will be!   See you all at 2:00 PM Eastern time!

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 244        Thu Dec 01, 2005
SYNDICOMM [Sheppy]           at 18:35 PDT

I'm not available any Sunday in December, I'm afraid. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 245        Fri Dec 02, 2005
TCOMPTER [TheDM]             at 19:18 PDT

Guys, I am so frustrated right now I could scream.

AAAAAAAAAAEAEEAEEEEEEEEEERRRRRRRRRRGGHHHHHHHH!!!!!!

There.  I did it.

I guess December is just a bad month to try to schedule anything. I really
can't do it on Sunday, now, for reasons I won't go into.  I suggest we
take a hiatus until January.  Hopefully by then, our schedules might be more
in sync.


So, sorry to be the nearer of bad news, but the game is off for this Sunday.
:(


_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 246        Thu Dec 15, 2005
SYNDICOMM [Sheppy]           at 11:50 PDT

When do we want to try to play again in January?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 247        Thu Dec 15, 2005
TCOMPTER [TheDM]             at 12:24 PDT


> When do we want to try to play again in January?

I'd be happy to start as soon as the 8th, if we want to play on Sundays again.

I know we were talking about whether we wanted to play 1 Sunday (all day) per
month or every (other?) week on a weeknight.

Sean said he could ONLY play on Sundays, which makes Mon or Tues evening tough.

It occurred to me that there is another possibility that _I_ could live with,
but I don't know how it would go over with the rest of you -- we could play
every (other?) _SUNDAY_ evening.

A possible schedule for this would be 6 or 7 PM Eastern through 11 or 12 PM
Eastern (4-6 hours, vs. 8-12).  That way, you're not killing half a weekend,
even though you're doing it twice (3X?) as often.  (And I can still ski every
Sunday through April :)

How does that sound?  I'd kind of like to get to a "regular schedule" if
possible, like "every other ___day," or "every 2d and 4th ___day of the month"
kind of thing.

I would even be willing to do 2-3 hours _every_ week, if that is more to
people's liking. (Say, 8 or 9PM Eastern to 10 or 11 PM Eastern)  The advantage
to that is, if someone has to miss a week, they haven't missed much.

Please, let's talk this up some before January rolls around, and we're in the
same spot we were in this month.

____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 2
Message 248        Sat Dec 17, 2005
SYNDICOMM [Sheppy]           at 13:54 PDT

I like the idea of playing for maybe 3-4 hours on Sunday evenings, weekly or
every other week.  That would let me be available to play with my daughter on
Sundays, but we could still get about the same amount (or possibly more) game
time in each month.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 249        Tue Dec 20, 2005
SCHNORENBERG [Roger]         at 21:04 PDT


I would be willing to play every other Sunday Afternoon/Evening.

Roger

 ------------
Category 12,  Topic 2
Message 250        Thu Dec 22, 2005
SFAHEY                       at 13:25 PDT

I'm jiggy with alternate weeks.
 ------------
Category 12,  Topic 2
Message 251        Tue Jan 03, 2006
TCOMPTER [TheDM]             at 07:28 PDT

> I like the idea of playing for maybe 3-4 hours on Sunday
> evenings, weekly or every other week.

> I would be willing to play every other Sunday
> Afternoon/Evening.

> I'm jiggy with alternate weeks.

  -_-/              _-_ _,,                    ,  /\
 (_ /                  -/  )               '  ||  \/
(_ --_   /'\\         ~||_<    _-_        \\ =||= }{
  --_ ) || ||          || \\  || \\       ||  ||  \/
 _/  )) || ||          ,/--|| ||/         ||  ||
(_-_-   \\,/          _--_-'  \\,/        \\  \\, <>
                     (


We shall continue our adventure this Sunday, the 8th of January, 2006, at 7PM
Eastern Time.  Expect to play until 11PM, give or take 30 minutes, depending on
what's going on at the moment.

Looking forward to seeing you all there!  :)

____  ___         _ _
.||he ||_)ungeon //\/\aster
 ------------
Category 12,  Topic 2
Message 252        Thu Jan 05, 2006
SFAHEY                       at 07:52 PDT


Huzzah! Have at ye!
 ------------
Category 12,  Topic 2
Message 253        Fri Jan 06, 2006
KWS                          at 15:55 PDT

wee you all sunday!

 ------------
Category 12,  Topic 2
Message 254        Sun Jan 08, 2006
TCOMPTER [TheDM]             at 19:54 PDT

Guys, I am so SO sorry for canceling tonight at the last minute.  Jeannie was
feeling some chest pains and had broken out with a really weird rash, so we
thought it necessary to go to the E.R.


They took some blood, took some X-Rays and took their time coming back with an
answer of "no big deal".  Still, we were glad of the outcome.

Can we try again next Sunday?

____  ___         _  _
.||he ||_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 255        Sun Jan 08, 2006
SCHNORENBERG [Roger]         at 23:02 PDT

Sunday the 15th is fine with me.

Roger


 ------------
Category 12,  Topic 2
Message 256        Mon Jan 09, 2006
SYNDICOMM [Sheppy]           at 14:14 PDT

I can't make it on the 15th; my parents are in town.  Sorry...

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 257        Mon Jan 09, 2006
SCHNORENBERG [Roger]         at 21:53 PDT

Okay, How does the 22nd sound to everyone?

Roger


 ------------
Category 12,  Topic 2
Message 258        Wed Jan 11, 2006
SYNDICOMM [Sheppy]           at 04:48 PDT

I'm available on the 22nd.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 259        Thu Jan 12, 2006
KWS                          at 13:10 PDT

22nd is ok for me.
kelvin.

 ------------
Category 12,  Topic 2
Message 260        Fri Jan 13, 2006
TCOMPTER [TheDM]             at 09:42 PDT

Sounds like we have a quorum.

Let's do it the 22d of January, starting at 7PM EASTERN time.

Man, I'll be glad to get this thing going again. :)

_____ ____          _  _
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 2
Message 261        Fri Jan 20, 2006
TCOMPTER [TheDM]             at 05:46 PDT


Don't forget fellas, we're playing this Sunday - 22 January, at 7PM Eastern
Time.

Hope to see you all there!

_____ ___          _  _
.||he _|_)ungeon _//\//\aster



 ------------
Category 12,  Topic 2
Message 262        Thu Feb 02, 2006
TCOMPTER [TheDM]             at 06:21 PDT


Don't forget, folks, we'll be playing this Sunday, the 5th of Feb, at 19:00
Eastern Time.   :)

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 263        Sat Mar 04, 2006
TCOMPTER [TheDM]             at 16:38 PDT


Hi guys, Just wanted to let you know, I'm having severe ISP problems this week,
so my availability MIGHT be sketchy tomorrow.  I will do my best to be there,
but I can't promise.

Please pass the news around.

_________
  | homas


 ------------
Category 12,  Topic 2
Message 264        Sun Mar 05, 2006
TCOMPTER [TheDM]             at 20:05 PDT

Well, I apologize for the crappy performance of my ISP.  I thank you all for
hanging as long as you did.

We're supposed to have a technician at the house to resolve the issue this
Tuesday, so by the 19th, all should be well.  I hope to see you all then.   :)


_________
  | homas

 ------------
Category 12,  Topic 2
Message 265        Fri Mar 10, 2006
SYNDICOMM [Sheppy]           at 15:20 PDT

I expect to be fine on the 19th.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 266        Wed Mar 15, 2006
TCOMPTER [TheDM]             at 13:58 PDT

Gentlemen,
This is to remind you that we will continue our adventure this Sunday, the 19th
of March, 2006, at 7PM Eastern Time.

My internet connection has been repaired, so that shouldn't be a problem this
time.  Hopefully, I'll have time to update the log by then. Hopefully I'll have
a log to update.  :)

_____ ___          _  _
.||he _|_)ungeon _//\//\aster

 ------------
Category 12,  Topic 2
Message 267        Wed Apr 19, 2006
TCOMPTER [TheDM]             at 10:31 PDT


Reminder, Gentlemen, we do plan to play this Sunday, the 23rd of April, 2006 at
7PM Eastern (Daylight) Time.

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 268        Mon May 08, 2006
TCOMPTER [TheDM]             at 10:40 PDT

It's too bad that our session got cut short last night -- I have updated the
log already -- last night's session is included and can be found in the ftp
area here on Syndicomm.  It's called StockadeLog.zip.

Now as to the next session.  I'm afraid I will be unavailable on the 21st --
I'll be attending my 30th High School reunion.  I _would_ suggest next Sunday,
but that's Mothers' Day, and I'm sure that wouldn't go over too well in certain
circles.  :)

The following weekend is Memorial Day weekend, and while I don't have any plans
_yet_, I can't swear that I won't before then.   Still, MONDAY evening (the
29th) that weekend would almost surely be available (for me).

Failing that, we can fall back to the 4th of June, which is an awful long way
off, but is currently "scheduled".

Please let us know here when you would be available for the next session.  My
preference would probably be the 29th, but if someone has plans for that
weekend, I can do it on the 4th.

_____ ___         _  _
.||he _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 2
Message 269        Sun May 14, 2006
SYNDICOMM [Sheppy]           at 06:05 PDT

I can play on the 29th.  I can't the following week, though -- we'll have my
parents visiting from out of state then.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 270        Wed May 17, 2006
SCHNORENBERG [Roger]         at 16:22 PDT

The 29th is fine with me.
Roger

 ------------
Category 12,  Topic 2
Message 271        Thu May 18, 2006
SFAHEY                       at 14:16 PDT

I think I'm ok with the 29th.
 ------------
Category 12,  Topic 2
Message 272        Thu May 18, 2006
KWS                          at 20:22 PDT

monday the 29th works for me.
kelvin.

 ------------
Category 12,  Topic 2
Message 273        Fri May 19, 2006
TCOMPTER [TheDM]             at 12:45 PDT


The 29th it shall be then!

Sean, it'll be good to have you back!  :)

_____ ____          _  _
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 2
Message 274        Mon May 22, 2006
SCHNORENBERG [Roger]         at 20:49 PDT

I'm assuming that we will be playing at our "Regular" time - i.e. 4 PM to 8 PM
Syndicomm Time.  :)

Roger


 ------------
Category 12,  Topic 2
Message 275        Tue May 23, 2006
TCOMPTER [TheDM]             at 07:31 PDT


> I'm assuming that we will be playing at our "Regular" time
> - i.e. 4 PM to 8 PM Syndicomm Time.  :)

Yes, that's the plan.

_____ ___         _  _
.||he _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 2
Message 276        Tue May 30, 2006
TCOMPTER [TheDM]             at 08:08 PDT


Alas!  The cruel winds of fate conspired against us last night, and we were
unable to assemble a quorum to continue our adventure.

The next attempt will be made on June 11, 2006 at 7:00 PM Eastern Daylight
Time.

Hope to see you all there!

_____ ___         _  _
.||he _||)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 277        Wed Jun 07, 2006
SYNDICOMM [Sheppy]           at 06:02 PDT

I'll be all over it.  I'm going into withdrawal from not playing for so long.
:)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 278        Wed Jun 07, 2006
TCOMPTER [TheDM]             at 09:55 PDT

Looking at the calendar, according to our "normal" schedule, we'll only be able
to meet five more times this summer:

 ** June 11 **
 ** June 25 **
 ** July 9 **

July 23 is KFest, but we _could_ meet on  ** July 30 **

I'm away from home from Aug 2 - Aug 25, so the next available time would be
 ** Aug 27 ** .

Please mark your calendars!

_____ ___         _  _
.||he _||)ungeon //\//\aster
 ------------
Category 12,  Topic 2
Message 279        Fri Jun 09, 2006
TCOMPTER [TheDM]             at 13:14 PDT


Don't forget, fellas --

Sunday, 11 June, 2006   7PM Eastern Daylight time.

See you then!

The DM
 ------------
Category 12,  Topic 2
Message 280        Sun Jun 25, 2006
TCOMPTER [TheDM]             at 06:03 PDT

Gentlemen,

A friendly reminder that we're meeting tonight, the 25th of June, at 7PM
Eastern.

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 281        Mon Jul 10, 2006
TCOMPTER [TheDM]             at 06:33 PDT

Great Session last night, Guys!

So I was wondering -- will people be sufficiently recovered from KFest by the
30th for us to play on that day?

After that, contrary to what I said uptopic, Aug _20_th would be the next time
I could play.


_____ ___         _  _
.||he _||)ungeon //\//\aster
 ------------
Category 12,  Topic 2
Message 282        Tue Jul 25, 2006
SYNDICOMM [Sheppy]           at 10:59 PDT

I'm up for playing on the 30th.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 283        Sat Aug 19, 2006
TCOMPTER [TheDM]             at 15:34 PDT


Fellas, don't forget, we're playing tomorrow, the 20th of August, at the usual
time and place!!

(That would be 7PM Eastern Daylight Time, right here in the RPG forum!  :)

________
  | homas

 ------------
Category 12,  Topic 2
Message 284        Sun Aug 27, 2006
TCOMPTER [TheDM]             at 20:56 PDT

Thanks for a great session, guys.

That has to be a record for the longest continuous battle. :)

Our next meeting is tentatively set for the 10th of September.

I've updated the log in the FTP site here.  It's called Stockade.zip.

Please feel free to explore your local surroundings in Topic 3 here.

See you next time!

_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 2
Message 285        Fri Sep 08, 2006
TCOMPTER [TheDM]             at 06:51 PDT


Hi fellas, just a friendly reminder that we are playing this Sunday at the
usual time.

Mialee and Pengo are doing some planning in topic 3, so you might want to stop
in and join the conversation.

_____ ___         _  _
.||he _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 2
Message 286        Wed Sep 20, 2006
TCOMPTER [TheDM]             at 10:16 PDT

Guys,

In addition to reminding you of our game this Sunday the 24th, I wanted to
discuss the rest of the year's schedule.

OCTOBER:

I will be unavailable on the 8th due to a family reunion, and would suggest
pushing back to the 15th and 29th.

NOVEMBER:

The push mentioned above would mean we'd play on the 12th and 26th of November,
but the latter is the Sunday following Thanksgiving, and people might have
family obligations that whole weekend.

DECEMBER:

By this time, we will have to have found another venue <sigh> and December has
always been problematic for scheduling.  Should we even try for the 10th, or
just skip until January?


_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 287        Tue Sep 26, 2006
SYNDICOMM [Sheppy]           at 10:48 PDT

I won't be available the Sunday immediately after Thanksgiving, as we'll be
traveling home from visiting family.

I shouldn't have any availability problems in December, though.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 2
Message 288        Mon Oct 02, 2006
TCOMPTER [TheDM]             at 12:01 PDT


Reminder:  we will NOT be meeting this Sunday (8 Oct) but will meet on the
15th.
 ------------
Category 12,  Topic 2
Message 289        Thu Oct 12, 2006
TCOMPTER [TheDM]             at 05:48 PDT


Don't forget -- This Sunday, the 15th, we'll get together again to battle the
Forces of Darkness! Same Bat-Time, Same Bat-Channel!


_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 2
Message 290        Fri Nov 17, 2006
TCOMPTER [TheDM]             at 11:45 PDT


Gentlemen,

I think we're going to get together this Sunday, right?  If you haven't
already, please go to gametable.(com?/org?/net?) and download and install the
beta 1.2 version of the application.

We will use that primarily for gameplay, but I'd suggest that we should
rendezvous in the RPG chatroom on Syndicomm (at 7:00PM) to start with.

Meanwhile, if anyone can figure out a reliable way to log the session, I'd
appreciate knowing how.   As it is, I'm not sure I remember what we did last
time -- I think we pretty much just cleared off the walls of the upper
fortress, and are ready to move downstairs by one of 2 known entrances, right?

Ok, see you on Sunday, then!

(Kelvin, you're welcome to drop in any time after 5PM -- we should be home by
then for sure. )


_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
 ************
Topic 3         Tue Jun 08, 2004
KGAGNE                       at 12:59 PST
Sub: Inter-Session Play

Use this topic for carrying on the campaign in asynchronous mode.  This is
where characters can DO things in the campaign when not in a session.

 321 messages
 ************
 ------------
Category 12,  Topic 3  [MOVED]
Message 1          Wed Nov 14, 2001
TCOMPTER                     at 14:35 PDT

The Assault on the Keep of Karak the Greedy

You were successful in your foray into the Caves of Shadow,  but you couldn't
rid yourself of that niggling suspicion in the back of your mind that there
was more to the orc band than just a random monster lair.   Your companions
Regdar and Floren have gone their own way to seek their own fortunes.  Perhaps
you'll see them again one day, perhaps not.  But you, Mialee and Jozan, have
decided to root out the truth of the matter.

Your investigation has led you across half the barony, to a small town called
Hillsview.  Along the way, based on conversations you've had with other
travelers and townspeople of dozens of villages and towns, you have become
convinced that the Ogre-led band of orcs that you destroyed in the Caves of
Shadow were in fact a scouting party for a larger, far more sinister
operation.

It seems that the entire barony has been plagued of late with harrassment and
plundering by goblin tribes.  Although the Baron has tried to eradicate them,
they seem to be much better organized than they are known to normally be.  In
addition, with the campaign season in full swing, the Baron and most of his
best troops are off upholding their feudal obligations to the King, leaving
the barony ill-prepared to deal with these incursions.

Putting together the bits and pieces of intelligence you have gathered, you've
determined that the organizational force behind the concerted goblin raids is
likely to be one Karak, a young sorceror, referred to by most as "Karak the
Greedy."  Karak's infamy is spreading throughout the countryside as a young,
but powerful and evil sorcerer who uses his magic to increase the size of his
treasure, which is suspected of being immense.

He has been clever enough to spread the raids out over a large area, and never
be seen with the goblins, and has so far avoided stiking too close to home,
probably to throw off suspicion such as you are now harboring.

more later....

 ------------
Category 12,  Topic 3  [MOVED]
Message 2          Wed Nov 14, 2001
TCOMPTER                     at 14:36 PDT

In recent months, however, Karak has become more brazen in his extortion
operations.   He has sent messages to villages and small towns, demanding
tribute, and if the towns refuse, or take too long, an army of angry goblins
quickly follows, leaving a swath of death and destruction in their wake.
Young men and maids have been kidnapped from their beds, and dragged off to
the gods know where.

Karak lives in a mountain fortress, not too far from Hillsview, where he
reputedly conducts ghastly experiments in magic, along with many apprentices.
Stories abound about what might be found if anyone were brave enough, or
foolish enough, to venture into his lair.  It is also rumored that there might
be a larger, darker Force aiding Karak. People in Hillsview swear that Karak
did not build his tower home, but moved into a keep that had existed on the
site for centuries.  It had always been considered haunted by the townspeople,
and no one in their right mind would go near it, before Karak occupied it or
after.  It is thought that his lair might contain everything from piles of
precious tools to caverns full of hideous monster and mistakes from Karak
experiments.

more later...


 ------------
Category 12,  Topic 3  [MOVED]
Message 3          Thu Nov 15, 2001
TCOMPTER                     at 10:32 PDT

Even though Hillsview itself has not been raided yet, the town fathers have
gotten very worried about the situation, and have discreetly offered a reward
of 1750 gold pieces for anyone who could rid the area of the problem before it
does affect the town directly.

At a tavern called the What Ales You, ideas, plans, boasts, and tall tales
abound concerning Karak. Suggestions vary from massing the people of the town
and making an assault on the keep to sneaking in while Karak is away on a raid
somewhere else and looting the place, and every other imaginable plan. The
most reasonable sounding is the counter raid idea.   Since your arrival in
town, you have become acquainted with a dwarf going by the name of Flint, who
is here looking for some kinsmen who diappeared while in this area trying to
arrange some trade agreements.  Mialee was also delighted to run across a
distant cousin of hers by the name of Quenda.  Quenda didn't learn as much
magic as Mialee had, but instead, spent her time in studying forest lore and
the ways of  the wilderness.  She has also made a special study about
defeating all giant-kind in combat.

more later...

 ------------
Category 12,  Topic 3  [MOVED]
Message 4          Thu Nov 15, 2001
TCOMPTER                     at 10:33 PDT

You have decided to join forces and continue your investigation.  One of the
townspeople you've talked to has given you general directions to the Tower,
but has also warned you that it is most likely guarded by powerful magical
glyphs and wards.

The approach to the keep is through rugged foothills and dense forest, a days'
journey from Hillsview.  As you approach the location of the tower, Quenda
notices traces of the passage of large numbers of goblins, up to several days
ago.   As the sun sets, you can see the tower, standing out against the leaden
skies.  It appears to be located in a cleft of some kind on the side of a
hill.

Your party carefully approaches the tower, taking care to stay hidden in the
dense undergrowth of the forest.  When you are about 200 meters from the
tower, you can see that it is standing on a rock outcropping in the middle of
a raging stream.   There is a bridge that crosses the river in front of the
tower on the dowstream side, but it does not touch the tower.   There is a
lone figure on the top of the tower, but in the deepening gloom, it's tough to
tell exactly what sort of creature it is.

As you wait there in the gathering twilight, trying to decide what to do, you
hear the approach of a large body of troops on the far side of the river.
They chant in a low monotone, but are too far away to make out the words.
Soon, you see several groups of creatures arriving at the streamside at the
base of the tower, each group of 2 dozen or so bearing different weapons, with
different devices on their small shields.

Trying to make yourself as small and silent as possible, you wait crouched in
the underbrush for about an hour, watching the tower, growing more and more
nervous as the number of creatures approaches and exceeds 100.  Finally,
another figure emerges at the top of the tower, holding a staff, with a pale
nimbus of light surrounding his body.   He steps up on the wall of the tower,
and delivers a 10 minute speech in the goblin tongue, exhorting the creatures
below to crush their enemies, and show no mercy on those who defy the might of
KARAK!

As the figure finishes his speech, he steps off the edge of the tower, and
floats gently down to the bridge below, where he lands on a carriage pulled by
two ogres.   His carriage rolls off the bridge, and down the hill, followed by
his minions, each group in a motley gang, picking up their chanting again as
they march down the hill after their master.

The last of the chanting drifts away, as complete darkness falls on the
forest.  You wonder where the despicable  army of goblins is going, and wonder
what you should do now....


 ------------
Category 12,  Topic 3  [MOVED]
Message 5          Thu Nov 15, 2001
TCOMPTER                     at 10:36 PDT

Admin note:

If anyone wants to purchase anything they don't already have, or make some
other sort of preparation, we can use the DM's magical time machine to go back
and do that.

_________
  | homas

 ------------
Category 12,  Topic 3  [MOVED]
Message 6          Sun Nov 18, 2001
TCOMPTER                     at 13:24 PDT

Ok, Brave Souls --
For those that are braving the depths of Karak's Keep, here is a map of where
you've been so far. The double XX's in the corridor to the east of room 20 is
where you spent the night.

LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL        LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    2   LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL        LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL   _   LLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    | [[  LLLLLLLLLLLLLLLLLL  LLLLLLLL??LLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL     |_]]] L ]]]]]]]                     LLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL   1a     LLLLLLLLLLLLLLLLLL  LLLLLLLL ??LL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL       LLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL               LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL_ _ _ _ _ _LL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    f|e|d|c|b|a L  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL    ?
LLLLLLLLLLLLLLLLLLLLL  20     XX   LLLL  LLLLLLLLLLLLLLL?    LLLL
LLLLLLLLLLLLLLLLLLLLLL    LLLLLLL  LLLL  LLLLLLLLLLLLLLLLLL  LLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL_LLLL  LLLLLLLLLLLLLLLLLL  LLLL
L                           |      LLLL  LLLLLLLLLLLLLLLLLL  LLLL
L      LLLLLLLLLLLLLLLLLLLLLL  19  LLLL  LLLLLLLLLLLLLLLLLL  LLLL
L  35  LLLLLLLLLLLLLLLLLLLLLL      LLLL    LLLLLLLLLLLLLLLL  LLLL
L      LLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL  LLLLLLLLLLLLLL  LLLL
L      LLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL      LLLLLLLLLL  LLLL
L____                                        17  LLLLLLLLLL??LLLL
LLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLL      LLLLLLLLLLLLLLLL
LLLLLLLLLLLLL??LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL??LLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLL  LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLL??                    [[[[[[???LLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LL  LLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL??LL??LLLLLLLLLLLLLLLLLLLLLLL


The time is approximately 8AM.  You've been inside the keep for approximately
12 hours.  You've left 5 dead orcs and a blabby goblin upstairs.

See you next time!    :)

_________
  | homas

 ------------
Category 12,  Topic 3  [MOVED]
Message 7          Wed Nov 21, 2001
TCOMPTER                     at 08:43 PDT

   ___                                 __  __        __     __
  / _ \__ _____  ___ ____ ___  ___    / / / /__  ___/ /__ _/ /____
 / // / // / _ \/ _ `/ -_) _ \/ _ \  / /_/ / _ \/ _  / _ `/ __/ -_)
/____/\_,_/_//_/\_, /\__/\___/_//_/  \____/ .__/\_,_/\_,_/\__/\__/
               /___/                     /_/

You've risen after several hours of rest, and Mialee has memorized and cast
one spell, and then memorized another.  Flint and Jozan have made their
morning prayers, and have been granted The Power by their respective dieties,
when Quenda notices that the halfling Rollo is gone!

Where do you suppose he's run off to?  Whatever will you do about it?

____   ___          _ _
 ||he  ||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 8          Wed Nov 21, 2001
SYNDICOMM [Sheppy]           at 10:38 PDT

>>>Where do you suppose he's run off to?  Whatever will you do about it?

That no-good, dirty rat. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 9          Wed Nov 21, 2001
SCHNORENBERG [Roger]         at 19:28 PDT

Replying to 'Sheppy' in Category 8 Topic 1:

> That no-good, dirty rat. :)

I can't believe we forgot to set a watch last night.  My bad!  We need
to set a standard four shift watch for any rest period.  This will allow
someone to always be on guard yet minimize the lost sleep time.  Next
time we are all in the RTC we can discuss it and set it up as an SOP.

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b7 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 There's an exception to every rule . . . except this one.


 ------------
Category 12,  Topic 3  [MOVED]
Message 10         Mon Dec 03, 2001
TCOMPTER                     at 10:58 PDT

   ___                                 __  __        __     __
  / _ \__ _____  ___ ____ ___  ___    / / / /__  ___/ /__ _/ /____
 / // / // / _ \/ _ `/ -_) _ \/ _ \  / /_/ / _ \/ _  / _ `/ __/ -_)
/____/\_,_/_//_/\_, /\__/\___/_//_/  \____/ .__/\_,_/\_,_/\__/\__/
               /___/                     /_/

The exhausted group leaned on their weapons and took stock of their situation.
They had just defeated almost a dozen goblins and 2 ogres and  a couple of
orcs and at least 2 humans, one of whom looked important.  They couldn't help
wondering what they had gotten into, and what was to come next.  Where had
those humans and orc messengers fled?  To whom? How many more could possibly
have been left behind when the army of goblins marched off?  Who was the man
they just killed?  Was it Karak himself? Surely he wouldn't be so easy to
defeat!  How much time did they have before reinforcements came back looking
for them?



Folks, feel free to discuss the above questions in here, before the next
session.  Speculate, plan, and strategize all you wish, and we'll assume that
only minutes have passed in "game-time."  Remember that other people/monsters
won't sit idle while you do  :)  I'll hopefully have an updated map up here by
Wednesday night.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 11         Wed Dec 05, 2001
TCOMPTER                     at 16:04 PDT

Good Gentles, for your perusal, here is, in two pieces, a map of the ground
you've covered so far in your adventure.


LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL        LLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL    2   LLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL        LLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLL
LLLL   _   LLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLL
LL    | [[  LLLLLLLLLLLLLLLLLL  LLLLLLL  LLLLLLL
L     |_]]] L ]]]]]]]                    LLLLLLLLLL
LL   1a     LLLLLLLLLLLLLLLLLL  LLLLLLL   LLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLL       LLLLLLLLLLLLLLLLLLL  LLLLLLLLL   LLLLLLLLLLLLLLLLLLL   H   L
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLL   LLLLLLLLLLLLLLLLLL       L
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLL                   |  13   L
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLL  LLLL     DaL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLL  LLLL h     L
LLLLLLLLLLLLLLLLL               LLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL
LLLLLLLLLLLLLLLLL_ _ _ _ _ _LL  LLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL
LLLLLLLLLLLLL    f|e|d|c|b|a L  LLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLL
LLLLLLLLLLL    LLLLLLLLLLLLLLL  LLL_LLLLLLLL____LLLLLLLLL  LLLLLLLLLLL
LLLLLLLLLL  LLLLLLLLLLLLLLLLLL                                |LLLLLLL
      LLLL  LLLLLLLLLLLLLLL     LLL  LLLLLLLLLLLLLLLLLL__LLLLLLLLLLLLL
LLLL  LLLL  LLLLLLLLLLLLLLL  L  LLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLL_LLLL  LLLLLLLLLLLLLLLLLL  LLL__LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
      LLLL  LLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
  19  LLLL  LLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
      LLLL    LLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLL
  LLLLLLLLLLLL  LLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLL
  LLLLLLLLLLLL      LLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLL
                17  LLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLL      LLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL  LLLLLLLLLLLL__LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL  LLLLLLLLLLLL16LLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL  LLLLLLLLLLLL  LLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL  LLLLLLLLLLLL  LLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL  LLLLLLLLLLLL  LLLLLLLLLLLL
         LLLLLLL  LLLLLLLLLLLL  LLLLLLLLL
LLLLLLL  LLLLLLL  LLLLLLLLLLLL  LLLLLLLL
LLLLLLL  LLLLLLL  LLLLLLLLLLLL  LLLLLLL
LLLLLLL  LLLLLLL  LLLLLLLLLLLL  LLLLL
LLLLLLL  LLLLLLL  LLLLLLLLLLLL  LLLLL
LLLLLLL  LLLLLLL  LLLLLLLLLLLL  LLLL
                    [[[[[[[[[[  LLL
LLLLLLL  LL  LLLLLLLLLLLLLLLLLLLLLL
LLLLLLL  LL  LLLLLLLLLLLLLLLLLLLLLL
LLLLLLL  LL  LLLLLLLLLLLLLLLLLL
     SS      LLLLLLLLLLLLLLLLL
  LLLLLLLLLLLLLLLLLLLLLLLLLLLLL



Here is the second part...


llllllLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLL
llllllllLLLLLLLLLLLLLLL    LLLLLLLLLLLLL  LLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLL  20          LLLL  LLLLL  a
LLLLLLLLLLLLLLLLLLLLLLL    LLLLLLL  LLLL  LLLLL____
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL_LLLL  LLLLL  b
LL                           |      LLLL  LLLLL____
LL      LLLLLLLLLLLLLLLLLLLLLL  19  LLLL  LLLLL
LL  35  LLLLLLLLLLLLLLLLLLLLLL      LLLL    LLLLLLL
LL      LLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL  LLLLL
LL      LLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLL      L
LL____                                        17  L
LLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLL      L
LLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLL
LLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLL
LLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLL
LLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLL
LLLLLLLLLLLL  LL             LLLLLLLLLLLLLLLLL  LLL
LLLLLLLLLLLL  LL    18                 LLLLLLL  LLL
LLL LLLLLLLL  LL             LLLLLLLL  LLLLLLL  LLL
LLL  LLLLLLL  LLLLLLLLLLLLLLLLLLLLLLL  LLLLLLL  LLL
LL    LLLLLL  LLLLLLLLLLLLLLLLLLLLLLL  LLLLLLL  LLL
LL    LLLLLL  LLLLLLLLLLLLLLLLLLLLLLL  LLLLLLL  LLL
LL    LLLLLL  LLLLLLLLLLLLLLLLLLLLLLL  LLLLLLL  LLL
 |                                                [
LL    LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LL  LLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LL  LLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LL  LLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL   21      SS      LLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL        LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL   g n  LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL   (F)  LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL        LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLL  ____  LLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLL            LLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLL      a     LLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLL            LLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLL     22     LLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL



Hope this helps!

___   __          _ _
( he _/_)ungeon _/|/|_aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 12         Fri Jan 18, 2002
KGAGNE [Ken]                 at 11:41 PDT

The perfect dinner plates for any role-playing gamer - only $30 for a six-dish
set!

http://www.restorationhardware.com/index.htma/item.html?item=1561

 ------------
Category 12,  Topic 3  [MOVED]
Message 13         Sun Jan 20, 2002
SCHNORENBERG [Roger]         at 17:44 PDT

First of all, my apologies to all for my repeating problem of dropping
out of the game last night.  I have yet to isolate the problem.  I'm
certain it was annoying to have the cleric constantly staring off into
space and then going "huh?  Where are we and what's happening?"  The
last time I dropped off it took 30 minutes to get back to the game room.
 By then every one had left.

This leads me to once again say:

"huh?  Where are we and what's happening?"  :-)

Thanks for understanding.

Roger

 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Garlic is to salad what insanity is to art.


 ------------
Category 12,  Topic 3  [MOVED]
Message 14         Sun Jan 20, 2002
SYNDICOMM [Sheppy]           at 20:07 PDT

>>>"huh?  Where are we and what's happening?"  :-)

We got to the hallway we had bunked down for the night last and have settled
in to sleep; I've taken the first watch.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 15         Mon Jan 21, 2002
TCOMPTER                     at 09:03 PDT

> First of all, my apologies to all for my repeating problem of
> dropping out of the game last night.

No problem at all. We've all been there.

When you dropped out for a while, we decided that with two of the four main
adventurers missing, it would be better to wrap up early.

>>>"huh?  Where are we and what's happening?"  :-)
> We got to the hallway we had bunked down for the
> night last and have settled
> in to sleep; I've taken the first watch.

I'm going to assume for the sake of argument, that any remaining Cure Light
Wounds Spells will have been spent before bedding down.  I'll figure out who's
got 'em, who needs 'em and what might be left over.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 16         Tue Jan 29, 2002
TCOMPTER                     at 19:22 PDT



   ___                                 __  __        __     __
  / _ \__ _____  ___ ____ ___  ___    / / / /__  ___/ /__ _/ /____
 / // / // / _ \/ _ `/ -_) _ \/ _ \  / /_/ / _ \/ _  / _ `/ __/ -_)
/____/\_,_/_//_/\_, /\__/\___/_//_/  \____/ .__/\_,_/\_,_/\__/\__/
               /___/                     /_/

In the dim light of a single candle, the tired adventurers checked their
equipment carefully, ensuring that weapons and armor would be ready the next
time they were needed, before laying down to rest in the cramped hallway.

Flint bent to the task of calling on his Deity to heal himself, Quenda and
Jozan before settling in to rest his body and spirit.

Dalwin awakened the rest of the party at the end of his watch, and the group
held a quick conference.  Realizing that they had been inside Karak's keep for
approximately 22 hours, they discussed their next move.

All were well rested, (after all, it had only been 4-5 hours since their last
rest period, even though there had been some vicious fighting in between) and
ready to take on the day.  Spell casters have had the time to memorize and/or
pray for spells.

Quenda notes to the rest of the party that if they were to assume that Karak
had taken his army to the nearest town (Hillsview) to attack, extort tithings,
or whatever, then it would take the army at least 1 day to get there, and one
day to get back, and some period of time to do their dirty work.

Hence, Quenda reasons, they should be expecting the return of Karak and his
minions some time in the next 24-36 hours.  Of course, if Hillsview were _not_
the target, but some village further away, they could be longer.


_________________________________________________________________________
DM's Note:  Current Hit points are:
Quenda  Mialee  Flint   Jozan   Dalwin  Thror   Rollo
15      11      15      17      8       12      7       Current
23      11      15      17      8       12      9       Original


Let me remind you that the maps are in message 72 of this topic.

See you all on Saturday the 2d, at 8PM eastern (I'll try to be there a bit
early in case anyone has questions.)


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 17         Thu Jan 31, 2002
SCHNORENBERG [Roger]         at 18:21 PDT

As I recall, Quenda had 15 points before Flint cast that Cure Light
Wounds spell on her.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Wisecrack explodes. Prodigy crashes. Film at 11:00.


 ------------
Category 12,  Topic 3  [MOVED]
Message 18         Fri Feb 01, 2002
TCOMPTER                     at 09:31 PDT

> As I recall, Quenda had 15 points before Flint cast
> that Cure Light Wounds spell on her.

My notes had her marked down to 8 hp before the Cure Light.

She might have taken some damage while you were 'out' last time.

In any case, you bring up a good point.  We should always make it a habit to
settle stats issues before we break for the evening.

So: get ready for tomorrow night!  Saturday, the 2d of Feb 8PM Eastern, we
shall meet again!

____   __          _ _
 ||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 19         Sat Mar 30, 2002
TCOMPTER                     at 16:34 PDT

Good Evening, Adventurers Brave and True!
I've put the maps as you know them so far in the next two messages for your
perusal during the game tonight:


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 20         Sat Mar 30, 2002
TCOMPTER                     at 16:39 PDT

LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL             LLLLLLL 8          LLLLLLLLLLLL
LLLLL                  LLLLLL                     LLLLLLLLLLLLLLLLLLLLLLL
LLLLL   LOWER LEVEL    LLLLLL     34      LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLL   KARAK'S        LLLLLL             LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLL   KEEP           LLLLLL__           LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLL       3/30/02    LLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL    |
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL     |
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL   1a
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL      LLLLLLL  LLLLLLLLLLLLLL      LLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLL        LLLLLL  LLLLLLLLLLLLL   30a  LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLL                LLLLLLLLLLLLL        LLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLL     31     LL  LLLLLLLLLLLLLL      LLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLL           LL  LLLLLLLLLLLLLLL     LLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLL      LL  LLLLL        LL    LLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLL      LL  LLL    30  LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  LL  L      LLLLLLLLLLLLLLLLLLLLLLLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL  L  LL        LLLLLLLLLLLLLLL    LLLLLLLLLL
LLLLLLLLLLLLLLLLLLLLLLLLLLLLL    LLLLLLLLLLLLLLLLLLLLLLLLL  20          L
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After you've had the chance to rest and recuperate a little, you visit the
town fathers of Hillsview, and express your regrets that you were unable to
prevent the attack on the town.  They are understanding, and appreciate the
help that Jozlan and Flint are able to give over the next few days in tending
for the wounded.

Meanwhile, the next day, a well-rested Mialee studies her own spell-book, and
is delighted to discover that for some reason, she is able to memorize not
two, but _four_ first level spells!

Over the course of the next week or so, you take stock of yourselves and what
you have learned and gained from your adventure.  What follows is what you've
gained in this adventure, not counting what you already had.

When all is said and done, you've accumulated 3880 gpv worth of coin, gems,
and jewelry.
In addition to the 2 135 gpv emeralds carried by Flint, you have amassed the
following bits of jewelry:
a small emerald, (25 gpv) previously carried in a small pouch by Ben.
a jeweled dagger previously carried by Don, worth 200 gp.
a gold chain from around Ed's neck that is worth 45 gp.
2 small rubies worth 60 gp each from the spider collection.

You have also managed to haul out 3220 gpv worth of coins.
The town is barely big enough to sport a Moneychanger, who will convert the
coinage into any denominations you want for a flat fee of 5 gp, but who will
only give you 50% of the value of the  gems and jewelry.

Flint could sell that orcish banded mail in this town for 30 gp each, and the
robes for 25 gp each.

You've collected the following "interesting" bottles of liquid:
Flask of amber liquid.  There is a label on the flask showing 3 red X's, with
a larger black slash running through them.
Flask marked with black circle, diagonal line through face full of pock-marks
4 bottles, marked, respectively;
Philter of Love
Extra Healing (3d8+3)
Oil of Slipperiness
Invisibility

Other items:
Mialee found a Staff and Wand of apparent magical ability.  Casting a Read
Magic reveals the word "Blitzen!" in magical script on the Staff and the word
"Discover!" inscribed on the base of the wand.
Mialee is also wearing a ring taken off of poor Ed's finger, with a cauldron
inscribed on it.
Flint is wearing some boots (of Elvenkind?).
Quenda is wearing a ring found in Karak's quarters with a feather etched in
it.

There seems to be some confusion as to who carried what out of the dungeon,
but there are 2 (count-em, two) large leather-bound books (1 from room 14 and
one from room 13.  If there was another, let me know where from).

After spending some days in meditation and renewing of spells (at twice her
normal rate), Mialee is able to determine that
the 2 books are indeed magical spell books, containing the following spells:

Book (Rm 13, Burne's quarters)
Magic Missile, Read Magic, Shield, Sleep, Transfer By Portal, Write, Mirror
Image, Web.

Book (Rm 14) contains:
Read Magic, Burning Hands, Sleep, Write, Identify, Tenser's Floating Disk

You also found  scrolls, in the typical Ivory tubes, sealed with wax. Between
Mialee and Jozlan, you determine that they contain:

1.  Levitate
2.  !! Explodes in your face, doing 7 hp of damage!!  Luckily, Jozlan is
there to fix you up.
3. Leomund's Tiny Hut.
4. Magic Missile
5. Continual Light (Clerical)
6. Rope trick, Hold Person, Dispel Magic, Fireball
7. Identify, Push
8. Mending, Jump
9. Hold Portal
10. Cure Serious Wounds (2d8+1) (Clerical)
11. Tenser's Floating Disk
12. Create Food and Water (Clerical)

Quenda announces to the group that she has had enough of this adventuring
life, and plans to return to her forest home.  Taking a satchel of 50 sp and
25 gp, she prepares to leave.

Thror and Dalwin are anxious to return to their homeland.  Of course, they
wouldn't mind taking along some money for the road if you're willing to share
your spoils with them (after all, between them, they did carry 1/3 of it out
:)


==================================================
Admin Note:  Each character has earned 1224 xp.   That means that Quenda and
Jozlan each now have 7224 xp, so Jozlan goes to level 4 Cleric, and needs to
roll for new hit points. The DM (that's me) has decided to make a
_one_time_non_precedent_setting_ exception to the normal rules about
splitting xp equally for multi-classed characters.    I have decided that
Flint and Mialee spent MUCH more time fighting in the last adventure than
practicing their arcane arts, and so the xp split for them will be 1001/223
(Ftr/Other).  This means that Flint becomes a 3/3 Ftr/Clr and Mialee becomes
a 3/2 Ftr/MU, and both need to roll for hit points.  If either object to this
peremptory treatment, let me know  :)

==================================================
You'll need to discuss (here in the bulletin board, I'd guess) how you plan
to split up the treasure, and what you plan to do with it.  (Are there some
mundane looking items that might be magical?)

____   __          _ _
 ||he  ||)ungeon  //\/\aster
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Well, we need to try to pick up a thief, I think.

We need to determine what if any of the jewelry and weapons we picked up are
magic.  Since we're safe in town, I can probably use my Identify spell for
that.  If there's any jewelry or other items that would be of benefit for a
magic-user, I'd appreciate them.

I've done the roll for HP with Thomas in chat, so that's good.

We need to ID the bottles we don't already know the contents of.

We know the Staff is of Magic Missile.  I'm keeping that.

The wand, we need to figure out what it is, but I'm hoping it's an Identify
wand.

I vote to let Thror and Dalwin take a share of the money, even with the rest
of us.

Beyond any items of special value to a magic user, I don't need much.  Enough
money to buy arrows.  Or I'd like to move up to a crossbow and get some bolts.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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To Mialee....

 > We need to determine what if any of the jewelry and weapons we picked up
 > are magic.  Since we're safe in town, I can probably use my Identify spell
 > for that.

Well, you might want to start with your DETECT MAGIC spell, just to figure out
which ARE magical, and then IDENTIFY those that come up positive.  Let us know
which ones you are going to examine.

 > Beyond any items of special value to a magic user, I don't need much.
 > Enough money to buy arrows.  Or I'd like to move up to a crossbow and get
 > some bolts.

You've found enough materials (the feathers and ink) to transcribe 2 spells
using the WRITE spell. Unfortunately, Hillsview is too small a town to have a
shop where you can buy the requisite materials for this spell.  You'll
probably have to go to a small city to find the inks and exotic creature
feathers that you'll need.  Once, you do find a place to buy the materials,
the cost is 200 gp PER SPELL.

Plus, there are potential ill effects if you try to WRITE a spell which is of
a higher level than you can currently cast. (You can currently only cast level
1 spells.)

Nevertheless, here are the spells found in the books and scrolls that you
don't already have in your book, arranged by level.

Level 1 Spells:
Push
Mending
Jump
Hold Portal
Tenser's Floating Disk
Shield
Burning Hands
Transfer By Portal

Level 2 Spells:
Levitate
Rope trick
Mirror Image
Web

Level 3 Spells:
Leomund's Tiny Hut
Hold Person
Dispel Magic
Fireball


And to remind you, here is what _IS_ in your book currently.

Detect Magic
Feather Fall
Identify
Magic Missile
Read Magic
Sleep
Write

Remember:  Scroll spells can be cast even if you aren't of a level to memorize
them, although there is a chance of spell failure if you do so.

Also, recall that casting the IDENTIFY spell will render you helpless (near
death) for the better part of a day, due to your anemic Constitution.  Of
course, you do have friendly Clerics nearby who can revive you, and as far as
you know, you are in a "safe" environment.

____   __          _ _
 ||he  ||)ungeon  //\/\aster
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FWIW, the RPG Forum on CompuServe used to be up to its ears in the daily posts
that comprised bulletin board-based RPGs.  I'm sure it'd be possible to
conduct some of the gaming session in this non-live fashion, given that
everyone checked the boards here regularly.

-Ken
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Let's see...

What do these spells do, exactly?

Hold Portal
Tenser's Floating Disk
Transfer By Portal
Mirror Image
Web

Are there any cities around Mialee can visit to buy the rest of the supplies
she needs to write all the rest of her spells?

Also, is there a place to store things safely, so she can deposit the books
until she can safely write the rest of the spells?

My next message will be about items I want to detect magic on.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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How do I figure out what the wand does?

I would like to cast Detect Magic on the following items:

Jeweled dagger previously owned by Don.
Gold chain, previously Ed's.
Ed's ring
Flint's boots
Quenda's ring

Any items that hit positive for magic, I want to Identify, assuming one or
more of my healer friends are around to take care of me.

Is there any way to determine what the flask of amber liquid does?  How about
the flash with the pock-marked face?


--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Here we go with another multi-part posting.

Replying to 'TCOMPTER' in Category 8 Topic 1 Message 127:

> There seems to be some confusion as to who carried what out of the
> dungeon,

With the exception of items Flint specifically stated he wanted to take
for later use (ie. mortar & pestle) or was wearing (Boots), I assumed we
distributed the items according to each individuals carrying capacity so
as not to over encumber anyone.

> You'll need to discuss (here in the bulletin board, I'd guess) how you
> plan to split up the treasure, and what you plan to do with it.

From past gaming experience I would suggest that the following scheme is
both fair to all the players as well as a good way to ensure that the
party as a whole is strengthened by the division of loot.

1.  All items brought out of the dungeon are placed in a common "pile".
This includes all items worn (rings, boots, etc.) or used (wands,
staves, books, potions, scrolls, etc.) by any character during the
adventure.  During the adventure the item may have been used by one
character for the good of the party, but that does not automatically
make it his.

2.  Detect magic is used on EVERYTHING including coins, gems and
jewelry.  Detect magic is a 1st level spell.  We have three spell
casters able to cast it multiple times each, this will be no problem -
given enough time, one spell caster can do it as well.

3.  Anything that appears magical is identified.  Mialee is the only one
who can do this in our group.

4.  Magic items are divided up.  If there is an item that would help the
party's survival and can only be used by one member of the party, it can
be removed from the treasure and given to the character (ie. the Staff
of Curing goes to the party's only cleric).  This will only be done if
ALL members of the party agree to it and the item does not count as a
treasure pick for the individual who receives it.  The order in which
the party members pick their items is determined by lot.  For example
the players roll percentile dice, highest roll chooses first, second
highest chooses second, etc.  If there are more items left after every
one has had a pick, then the cycle is repeated until all items are
chosen.  As an alternative, on the second round the players can reroll
for a new order.  This takes longer but some players feel it is more
fair to the last player in the previous round.  Remember that just
because you can't use an item doesn't mean it's not a good pick.  You
can sell it for money or trade it for something you want.

5.  mundane items that can't be used to better equip a character are
sold and the money divided among the players.
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Part 2 of 3

Replying to 'TCOMPTER' in Category 8 Topic 1 Message 127:

> (Are there some mundane looking items that might be magical?)

I suggest that Flint sort through everything with Detect Magic while
Mialee does all the Identifying and Jozlan, with his greater healing
capabilities, aids her recovery and keeps her alive when things go
wrong.

> The town is barely big enough to sport a Moneychanger, who will
convert
> the coinage into any denominations you want for a flat fee of 5 gp,
but
> who will only give you 50% of the value of the  gems and jewelry.

Gems and jewelry are easier to carry than their value in coins.  Flint
offers to take the gems at their stated value in place of some of the
coins of his share.

> Book (Rm 13, Burne's quarters)
> Magic Missile, Read Magic, Shield, Sleep, Transfer By Portal, Write,
> Mirror Image, Web.

Transfer By Portal?????  I've never heard of this one.  Is it a
Dimension door or Teleport spell?

> Book (Rm 14) contains:
> Read Magic, Burning Hands, Sleep, Write, Identify, Tenser's Floating
Disk
...
> 3. Leomund's Tiny Hut.
...
> 11. Tenser's Floating Disk

Named spells in books and scrolls increase the value of the books and
scrolls
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Part 3 of 3

Replying to 'TCOMPTER' in Category 8 Topic 1 Message 127:

> Quenda announces to the group that she has had enough of this
adventuring
> life, and plans to return to her forest home.  Taking a satchel of 50
sp
> and 25 gp, she prepares to leave.

Is this all she wants?  She is entitled to a fair and equal share as
part of the group even though she will not continue to adventure with
the group.

> Admin Note:  Each character has earned 1224 xp.

Instead of the 1034 xp you announced at the end of the other night?

> The DM (that's me) has decided to make a
_one_time_non_precedent_setting_
> exception to the normal rules about splitting xp equally for
> multi-classed characters.  I have decided that Flint and Mialee spent
> MUCH more time fighting in the last adventure than practicing their
> arcane arts, and so the xp split for them will be 1001/223
(Ftr/Other).
> This means that Flint becomes a 3/3 Ftr/Clr and Mialee becomes a 3/2
> Ftr/MU, and both need to roll for hit points.  If either object to
this
> peremptory treatment, let me know  :)

I would like to point out that fighting ability is a strength of the
cleric class.  That said however, the awarding of experience points is
the sole province of the DM, to be done in any manner he sees fit.
Besides which, this way Flint advances in both classes instead of just
the cleric class.  I am more than happy with the DM's decision.
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I agree with Roger's ideas on how to handle things.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Replying to 'Sheppy' in Category 8 Topic 1:

> Well, we need to try to pick up a thief, I think.

Yes we certainly do.  Is there anyone who would like to join us and
maybe play a thief?  Our only other option is to use a "Kobold Trap
Detector" and that would probably be a violation of Flint's alignment.
<EG>

> I vote to let Thror and Dalwin take a share of the money, even with
the
> rest of us.

As a player, I feel that NPC's and Hirelings should only get 1/2 a
share.  As a Dwarf, Flint believes that prisoners should be happy just
to be rescued.  Since they are his cousins, he feels they should get at
least a 1/2 share, and he would not object if the group wanted to give
them a full share of the money.
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 ------------
Category 12,  Topic 3  [MOVED]
Message 33         Tue Apr 09, 2002
SYNDICOMM [Sheppy]           at 10:10 PDT

Well, let's do some recruiting and pick us up a thief. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 34         Tue Apr 09, 2002
TCOMPTER                     at 11:16 PDT

Sheppy Asked:

> What do these spells do, exactly?

Well, exactly will have to wait until I get home and work some more on my
"Spell Database", but a quick explanation is:

Hold Portal:  Magically locks or holds fast any door, chest, etc.
Tenser's Floating Disk:  an invisible, floating "wagon" to carry stuff (like
heavy golden statues  ;)
Transfer By Portal: That's my own spell; details later
Mirror Image: creates illusory copies of the spell caster to confuse enemies
Web: what you got caught in in the last big battle.

> Are there any cities around Mialee can visit to buy the rest
> of the supplies she needs to write all the rest of her spells?

http://www.syndicomm.com/~tcompter/karak.html
Look at "A tiny part of the world" at the bottom.

You are somewhere in the vicinity of the Town of Wooton, and the small city of
Byrne is a week's journey by foot, or 4 days by horseback away.

> Also, is there a place to store things safely, so she can deposit
> the books until she can safely write the rest of the spells?

You haven't really established a residence of any kind yet, so I would say
"not at the moment."   I would suggest that you all might want to visit Byrne,
and possibly use that as a "base of operations."

> How do I figure out what the wand does?

You've already discovered what the command word is.  You could just "point and
shoot" so to speak, although that burns up charges.  Another thought might be
to try your IDENTIFY spell on it.

> I would like to cast Detect Magic on the following items: ....
> Any items that hit positive for magic, I want to Identify,

                   Detect Magic   Identify
> Jeweled dagger   :)  YES  :)  Hits better than a normal Dagger
> Gold chain,      :(   NO  :(  N/A
> Ed's ring        :)  YES  :)  Increases ability to memorize spells
> Flint's boots    :)  YES  :)  Allows wearer to move silently
> Quenda's ring    :)  YES  :)  Allows wearer to fall softly

> assuming one or more of my healer friends are around to
> take care of me.

I would point out that so far, you've been in this Detect/Identify/Recuperate
cycle for at least a week.

> Is there any way to determine what the flask of amber
> liquid does?  How about the flash with the pock-marked face?

Try a sip?  Guess, based on the label?

Roger had some great ideas on treasure division.

> Transfer By Portal?????  I've never heard of this one.  Is it
> a Dimension door or Teleport spell?

That's mine.  More details later, but do you remember Rm 19, with the design
on the floor that throbbed with magical power? Hmm, might make an adventure
just trying to figure it out  ;)

> >Quenda announces to the group that she has had enough of this
> >adventuring life, and plans to return to her forest home. Taking
> >a satchel of 50 sp and 25 gp, she prepares to leave.

> Is this all she wants?  She is entitled to a fair and equal share
> as part of the group even though she will not continue to adventure
> with the group.

Well, she is planning to take the ring she is wearing (the one with the
feather) as her share of the treasure.  However, being the reasonable person
that she is, I'm sure she would be willing to participate in the division plan
you've suggested.

>> Admin Note:  Each character has earned 1224 xp.
> Instead of the 1034 xp you announced at the end of the other night?

Yes.  Another look at the Monster list showed me I had forgotten to check off
a few.

> When would you like to get together and roll up hit points?

Mialee already has, and I'm happy to say that she rolled almost her max,
making her a viable fighter now.

I don't often get a chance (other than planned events) to get online in the
evenings.  If you can get on at all during the day, I can usually be found in
the A2 Chat room until about 5PM Eastern.


>> I vote to let Thror and Dalwin take a share of the money,
>> even with the rest of us.

> As a player, I feel that NPC's and Hirelings should only get 1/2 a
> share.  As a Dwarf, Flint believes that prisoners should be happy just
> to be rescued.  Since they are his cousins, he feels they should get at
> least a 1/2 share, and he would not object if the group wanted to give
> them a full share of the money.

Thror and Dalwin are eternally grateful for their rescue (They "owe you all")
and would be perfectly satisfied and for a 1/2 share each for their effort on
your behalf (that would be dividing the total cash into 5, and they each take
a tenth).  They don't truck with magic much, so they're not interested in any
of that.

This has been a great discourse.  Keep it up!

_________
  | homas


 ------------
Category 12,  Topic 3  [MOVED]
Message 35         Tue Apr 09, 2002
SYNDICOMM [Sheppy]           at 12:43 PDT

I would like to travel to Byrne, find a place I can rent to stow belongings
in, make a few purchases of magic supplies.

Unless there are objections, I would like to keep Ed's ring.

Also, I would like to cast Identify on the wand.  I hesitate to just try it.
:)

I'll make my picks for which spells I want to write into my spell book later
today or tomorrow.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 36         Tue Apr 09, 2002
TCOMPTER                     at 12:51 PDT

> I would like to travel to Byrne, find a place I can rent to stow
> belongings  in, make a few purchases of magic supplies.

The more I think about it, the more I think that the journey to Byrne might be
the basis for the next adventure.  Let me ponder that some.

> Unless there are objections, I would like to keep Ed's ring.

There shouldn't be ;)  No one else can use it.

> Also, I would like to cast Identify on the wand.  I hesitate to just try it.

Its purpose seems to be to "discover" if an item has any magical properties.
It has somewhere between 50-60 charges.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 37         Tue Apr 09, 2002
SYNDICOMM [Sheppy]           at 12:55 PDT

The wand sounds useful.

Do I know how many charges are left on the staff of magic missile, or do I
need to Identify to determine that?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 38         Tue Apr 09, 2002
TCOMPTER                     at 13:07 PDT

> Do I know how many charges are left on the staff of
> magic missile, or do I need to Identify to determine that?


You would need to identify, and inderstand that the "reading" won't be
entirely accurate.

I'll have to check the numbers when I get home.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 39         Tue Apr 09, 2002
SYNDICOMM [Sheppy]           at 13:47 PDT

OK, I'll cast Identify on the staff, to determine an estimate on how many
charges remain.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 40         Wed Apr 10, 2002
SCHNORENBERG [Roger]         at 06:26 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> You haven't really established a residence of any kind yet, so I would
> say "not at the moment."   I would suggest that you all might want to
> visit Byrne, and possibly use that as a "base of operations."

The city fathers of Hillsview need to inform the Baron of the latest
developments here.  They might use our group to act as escorts to ensure
the messenger gets through.  ;-)

> I would point out that so far, you've been in this
> Detect/Identify/Recuperate cycle for at least a week.

As I suggested in my post, Flint has done Detect Magic on everything
that came out of the last adventure (Weapons, Armour, Robes, Rings,
Staves, Wands, Gems, Jewelry, all the coins, - even the blankets -
EVERYTHING).  All Mialee has to deal with are the Identify spells and
the recovery from them.

>| Is there any way to determine what the flask of amber
>| liquid does?  How about the flash with the pock-marked face?
>
> Try a sip?  Guess, based on the label?

Yes, by casting an Identify spell on it. <EG>
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 ------------
Category 12,  Topic 3  [MOVED]
Message 41         Tue Apr 16, 2002
SYNDICOMM [Sheppy]           at 07:10 PDT

OK... I want to transcribe all the first-level spells into my spell book.

That would be: Transfer By Portal, Tenser's Floating Disk, Shield, Push,
Mending, Jump, Hold Portal, and Burning Hands.

I'll save the second level spells until I'm capable of casting them, for
safety's sake.

I suppose actually doing it should wait until we've procured a residence.

Would the other members of the party be interested in a shared residence in
the city?  When we get there I can buy the supplies I need to transcribe and
cast spells.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 42         Tue Apr 16, 2002
SYNDICOMM [Sheppy]           at 07:16 PDT

Transfer By Portal, Tenser's Floating Disk, Shield, Push, Mending, Jump, Hold
Portal, and Burning Hands.

I guess I want to transcribe them in this order:

Tenser's Floating Disk
Shield
Burning Hands
Hold Portal
Push
Mending
Jump
Transfer By Portal

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 43         Tue Apr 16, 2002
SYNDICOMM [Sheppy]           at 16:53 PDT

Roger informs me that at my intelligence level, I can only have 11 spells of
each spell level in my book.  I already have seven, so I need to do more
thinking on what to do with the other 4 slots left in my book.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 44         Tue Apr 16, 2002
SCHNORENBERG [Roger]         at 17:46 PDT

Replying to 'Sheppy' in Category 8 Topic 1:

> Would the other members of the party be interested in a shared
residence
> in the city?  When we get there I can buy the supplies I need to
> transcribe and cast spells.

That would probably be better than each one being seperate.  It also
means that we could pool our funds for a more secure place.  What's
available will depend on the size of the town.  Even though it's the
Barony seat, my impression is that it's not very big.

Flint would really prefer some deep dark cavern in a mountain. :)
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 ------------
Category 12,  Topic 3  [MOVED]
Message 45         Tue Apr 16, 2002
SCHNORENBERG [Roger]         at 17:46 PDT

I would like to split up the treasure from the last adventure before we
leave Hillsview.  Do we want to do that here in the forum somehow, or
get together in a chat room at some point?
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 ------------
Category 12,  Topic 3  [MOVED]
Message 46         Tue Apr 16, 2002
SYNDICOMM [Sheppy]           at 19:08 PDT

>>>I would like to split up the treasure from the last adventure before we
leave Hillsview.  Do we want to do that here in the forum somehow, or
get together in a chat room at some point?

Well, I need to figure out exactly how much it will cost me to transcribe all
the spells I can at this point before I get into the divvying process.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 47         Tue Apr 16, 2002
SCHNORENBERG [Roger]         at 19:32 PDT

> Well, I need to figure out exactly how much it will cost me to
transcribe
> all the spells I can at this point before I get into the divvying
> process.

As Thomas stated in msg 129, the cost is 200 gp per spell.  Now let's
get to the treasure. :)
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 ------------
Category 12,  Topic 3  [MOVED]
Message 48         Tue Apr 16, 2002
SYNDICOMM [Sheppy]           at 22:38 PDT

Well, I can add four spells to my spell book, so I need 800 gp for that.  As
long as I have enough left to get basic supplies (I need more arrows, for
example) and my share of the residence we're going to get, I'm good.

I do want to keep appropriate magical items that would make sense for a
magic-user to keep.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 49         Wed Apr 17, 2002
TCOMPTER                     at 07:19 PDT

>>> Flint spake:
> I would like to split up the treasure from the last adventure
> before we leave Hillsview.  Do we want to do that here in the
> forum somehow, or get together in a chat room at some point?

>>>Mialee replied
> I do want to keep appropriate magical items that would make sense
> for a magic-user to keep.

Along those lines, magical items also have a resale value, and although there
is no one in Hillsview that could give a fair estimate, they do have a value,
and you might consider adding the value of all the magic items into the pile,
and when people go through and pick items they'd like, count them as part of
their share.

Re: Residences:

> That would probably be better than each one being seperate.
> It also means that we could pool our funds for a more secure
> place.  What's available will depend on the size of the town.
>  Even though it's the Barony seat, my impression is that it's
> not very big.

Welllll, to you country blokes, it's the big city!  :D  I'd characterize it as
a small city.  Just big enough to serve as a permanent base for most
adventuring needs. :)


____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 50         Wed Apr 24, 2002
SCHNORENBERG [Roger]         at 20:22 PDT

> As long as I have enough left to get basic supplies (I need more
arrows,
> for example) and my share of the residence we're going to get, I'm
good.

I think we had best get together in RTC some evening and do the treasure
split.  My schedule is open, What would work best for the rest of you?
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 ------------
Category 12,  Topic 3  [MOVED]
Message 51         Thu Apr 25, 2002
TCOMPTER                     at 14:02 PDT

> > As long as I have enough left to get basic supplies (I
> > need more arrows, for example) and my share of the
> > residence we're going to get, I'm good.


> I think we had best get together in RTC some evening and
> do the treasure split. My schedule is open, What would
> work best for the rest of you?

The best for me would probably be Monday evening, the 29th, maybe later in the
evening, around 10PM.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 52         Mon May 13, 2002
SYNDICOMM [Sheppy]           at 07:11 PDT

Did I ever finish deciding what spells I wanted to transcribe into my spell
book?  I don't remember. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 53         Mon May 13, 2002
TCOMPTER                     at 12:24 PDT

> Did I ever finish deciding what spells I wanted to transcribe
> into my spell  book?  I don't remember. :)

I'm thinking the issue might have been money and availability -- as in, you
don't have the money to buy all the materials to write the spells, and even if
you did, Hillsview probably doesn't have them for sale since the raid.

I'll be able to tell better when I get home tonight.

____   ___          _ _
 ||he  ||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 54         Mon May 13, 2002
TCOMPTER                     at 12:59 PDT

Sheppy a.k.a. Mialee  Asked;
> Did I ever finish deciding what spells I wanted to transcribe
> into my spell  book?  I don't remember. :)

The real issue was money and availability -- as in, you don't have the money
to buy all the materials to write the spells, and even if you did, Hillsview
probably doesn't have them for sale since the raid.

From LiveGames, Cat 8 Top 1 Msg 129:

> You've found enough materials (the feathers and ink) to transcribe
> 2 spells using the WRITE spell. Unfortunately, Hillsview is too
> small a town to have a shop where you can buy the requisite materials
> for this spell.  You'll probably have to go to a small city to
> find the inks and exotic creature feathers that you'll need.
>  Once, you do find a place to buy the materials, the cost is
> 200 gp PER SPELL.

In essence, that's WHY you're all heading for Byrne, so that you can find the
materials to write your spells.  Meanwhile, you can choose TWO of the spells
to write into your book before you go.

In Message 150, Tue Apr 16, 2002  you said:


> I guess I want to transcribe them in this order:
> Tenser's Floating Disk
> Shield
> Burning Hands
> Hold Portal
> Push
> Mending
> Jump
> Transfer By Portal


just in case that helps.    ;)

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 55         Mon May 13, 2002
SYNDICOMM [Sheppy]           at 17:18 PDT

OK, I'll think on it more and get back to you. :)

I look forward to the journey to town.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 56         Mon Jun 10, 2002
TCOMPTER                     at 11:20 PDT

I believe that we're in agreement that the next session will be on the 22d of
June, 2002.

We've also discussed the possibility, if we can't get any more _players_, of
each player starting a second _character_.

Obviously, Byrne would be an excellent place to recruit more adventurers to
your merry little band, but the question is, since you're all in the Level 3-4
range, should the newcomers be at that level, or should they start at 1st
level?

I'm inclined to do as we did with the current characters, and give you a set
amount of experience to start with, and let you pick the character class you
want.  Or we could say that the new characters are all 2d level, with just
enough experience to get there.  What do you think?

If we're going to do that, we should roll the characters this week sometime in
the RTC, so I have time to incorporate them.

If you would like, we could do them privately, so that the introduction of the
new characters becomes part of the adventure.

Also, hopefully everyone has downloaded the map of Byrne, which I'll be
referencing in the adventure.  Roger, if you want to send me your snail mail
address, I'd be happy to send you paper copies of the pertinent maps.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 57         Mon Jun 10, 2002
SYNDICOMM [Sheppy]           at 15:44 PDT

I'd like to play a second character.  Let me know when you'd like to roll him
up.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 58         Wed Jun 12, 2002
SYNDICOMM [Sheppy]           at 16:27 PDT

OK, I've rolled up a new character that we'll meet up with in Byrne. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 59         Fri Jun 21, 2002
TCOMPTER                     at 08:47 PDT

There's trouble brewing in Byrne, and you can help!   Brave and stout-hearted
adventurers are invited to join the fray on Saturday, June 22, at 7PM Eastern!

Maps can be found at
http://homepage.mac.com/thomascompter/stafford/

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 60         Wed Aug 21, 2002
TCOMPTER                     at 11:17 PDT

"The adventurers looked around with suspicion at the hexagonal room in which
they found themselves. The fights with the vicious minotaur and the cruel orcs
had left them tired but with heightened awareness of their surroundings. From
what corner might the next phantom monster emerge?"

"The halfling Pengo noticed a trap door in the floor opposite the bottom of
the stairs they had descended."

"'Hey! I've found a way out!' he exclaimed, motioning for the others to come
look at the escape route he'd found."

"Mialee, the tall, fair elven maiden was about to suggest that her new
protege' might check the door for traps, when Flint Deepdelver, elated by the
recent combat and lusting for new enemies to fight (as only a dwarf can),
swung the door open with a crash, and charged down the stairs, followed
quickly by his distant cousin Mordin.  As he headed for the stairs, the wise
cleric Jozlan gave a lopsided grin and said to his new wizardly friend
Icarius: 'Come on, let's go see what trouble we'll need to get them out of
next.'"

Tune in this Saturday night the 24th, at 4PM Pacific time, to see what new
adventures will befall our brave adventurers.

Visitors are welcome.
____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 61         Fri Aug 23, 2002
SYNDICOMM [Sheppy]           at 12:33 PDT

Wow, that sounded great.  I can't wait. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 62         Tue Oct 21, 2003
TCOMPTER                     at 18:04 PDT

 _____________________
|                     |
|    The EndGame      |
|_____________________|


Having battled demons and evil priests and hordes of undead, our intrepid
party finds themselves on the lowermost level of the mysterious Chapel of
Silence.  With the exception of the wench conscripted to cook for the
minions of the evil priest, the level seems to be deserted, with the
notable exception of the misty wyvern-shaped cloud protecting the last room
on the level...

> Mordin attacks the wyvern.
<DM> Mordin, save vs spell
*** Roll by Mordin: 1D20 -> 12
<DM> Mordin swings at the Wyvern figure, but it attacks him, freezing him
in
    place, before dissipating
<DM> and he stands there, rigid (but not stone :)
<Mialee> Well...
> Mialee opens door #6.
<DM> You can see him struggle to move, but it's as if rigor mortis has set
in.
> Flint thinks about using Mordin to batter the door down.
<DM>
<DM> LLLLLLLLLLLLLLLLL
<DM> LLLL HHH      C LL
<DM> LLL              LL
<DM> LL                LL
<DM> LL                 LL
<DM> LLL               LL
<DM> LLLL              /6  __
<DM> LLLLL Dh        LL   |\__ Entering the room here
<DM> LLLLLLLLLLLLLLLLLL
<Mialee> Flint :)
<DM> You see a richly appointed bedroom, with a large bed,
<DM> desk, and a few chairs.
<DM> There is a large chest at the foot of the bed.
<Vlix> anyone here?
<DM> No one is in the room.
<Mialee> What's C?
<Vlix> probably "chest"
<DM> a C is a bureau
<Mialee> That makes sense. :D

............   to be continued....

 ------------
Category 12,  Topic 3  [MOVED]
Message 63         Tue Oct 21, 2003
TCOMPTER                     at 18:05 PDT

 _____________________
|                     |
|  The Denouement     |
|_____________________|

You explore the room thoroughly.

Pengo is kept busy searching for traps, and finds one on the chest.
Luckily, he is able to avoid the trap and open the locked chest.

Inside the chest you find a veritable treasure trove:  6 potions of some
sort, and 2 scrolls! You also find sacks of coins!  650cp, 300sp, 100ep,
800gp, and 500pp!


In the desk drawer, you find a rod of silver, about 18 inches long by 3/4
inch thick, with a golden ball at either end. 3 in in diameter.

You also find a wand made of bone in the desk drawer, about 14 inches in
length.

Gathering all this up, you decide to return the bodies in the room above to
their rightful place.

Respectfully, you gather up the remains of the man and woman that you found
on the 4th level, carry them down through the stairs to the door leading to
the outside.

You find a narrow path leading up the cliff face, eventually arriving at
the main (ground) level of the chapel.  You are a bit unnerved to find your
hermit friend waiting at the main door to the chapel.

You nevertheless press on, and under the watchful eye of the hermit, lay
the bodies to rest in what you believe to be their original resting places
on the main level.

When both bodies are laid to rest in the sarcophogi, you experience a giddy
sense of euphoria, as a white light suffuses the chamber you're in,
practically blinding you.

As your eyes clear, and you look into the sarcophogi, you are a bit
surprised to see them empty, except for some dust and an amulet of some
sort in the sarcophogus that you laid the female form in.

Then your shock is compounded by the hermit suddenly talking, which he
heretofore had not!

"Oh, thank-you!  Thank-you, Thank-You!"  he cries.

"You have wrested back this holy site from the evil forces which had held
it captive!"

He goes on to explain that his name is Shar, and some evil force which he
had yet been unable to identify for certain had taken over the mausoleum
and had been using it for hideous purposes for which it had never been
intended.

He further explains that his previous silence was the result of a geas laid
upon him by his god  (Uller - Norse Mythos) for which he must see to the
elimination of the threat to the peaceful site in which you're standing
without the use of his voice.  He mumbles something about penance for past
misdeeds, but you graciously don't press him on the topic.

He offers you the amulet in thanks, explaining that surely it was left
behind for that reason.

 ------------
Category 12,  Topic 3  [MOVED]
Message 64         Tue Oct 21, 2003
TCOMPTER                     at 18:11 PDT


 _____________________
|                     |
|  The Situation      |
|_____________________|


You are resting outside the Chapel / mausoleum, regaining your strength,
and considering your recent experiences.


Your party is seriously encumbered with the loot yu have carried out of the
chapel. In the course of this adventure, you have collected the following
items as a party:

Jewelled Helmet
Short Sword with Golden hilt and silvery blade
Longsword which Mialee is carrying; it has glowing etchings on the blade.
Small Ivory Hunting Horn
Sickle, Plow and bowl
Ruby Bracelet
3 necklaces, 4 silver combs, ring with 2 pearls
Jeweled Ruby Necklace
Shield with eye engraving
Scroll with 3 2d level spells:  Rope Trick, Ray of Enfeeblement, and Knock.
2 Potions
Wand
6 Potions
2 scrolls
Rod
Amulet from woman in sarcophogus.

plus
650cp, 450sp, 2150ep, 2000gp, and 500pp

I have emailed all of you with your characters' current experience points.
If you have any questions, email more or post here.

My intent is to do a little 'asynchronous' role playing here in the forum.
So I would expect next to see the characters deciding what to do or where
to go next.

If you want to do something privately, email me. Otherwise, post here in
the forum.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 65         Wed Oct 22, 2003
TCOMPTER                     at 06:34 PDT

....and another thing:

I didn't mean to imply that you can't ask Shar some questions about the
chapel, or anything else for that matter.

Also, check my loot list in case there was anything I forgot.   After we get
the new hit points settled, and you've divvied up the loot, I'd like each of
you to send me an updated character sheet to include all possessions being
carried. I have a feeling encumbrance is going to start becoming an issue.  :)

If your characters have any long term goals that they'd like to pursue, talk
about it here, and we can probably work them into the storyline.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 66         Wed Nov 05, 2003
TCOMPTER                     at 08:37 PDT

Via the several "identify" spells cast during your stay in Byrne, you have
identified one item as a Rod of Absorption.   This is what you learned about
it:

Rod of Absorption: This rod acts as a magnet and draws magic spells of any
nature (cleric, druid, magic-user, or illusionist) into itself, nullifying
their effects but storing their potential within until the wielder chooses to
release this energy in the form of spells of his or her own casting.

The magic absorbed must have been directed at the character possessing the
rod. In other words, spells which affect an area, and which are not cast
directly at the ring wearer, are not absorbed by the rod. Magic contained in
devices (rods, staves, wands, rings, and other items) which are triggered
without spell casting are not absorbed. However, magic cast via a scroll_can_
be absorbed.

In order for the Rod to work, it must be actively wielded (in his hand) at the
time the opposing spell is cast.  In other words, if the owner has it stuck in
his belt, he won't have time to pull it out and use it after he realizes that
the opposing magic-user is casting a spell at him.

The wielder can instantly detect the spell level and decide on whether to
react or not when the rod absorbs it. The wielder can use the energy to cast
any spell he or she has memorized, in but 1 segment, without loss of spell
memory, as long as the spell so cast is of equal or lesser level than the
remaining potential in the Rod. Excess levels are stored as potential, and can
be cast in like manner (in 1 segment with no spell memory loss) as any level
of spell so long as the wielder knows the spell and has it memorized.

The Rod of Absorption can never be recharged. It absorbs 49 spell levels and
can thereafter only discharge any remaining potential it might have within.
The wielder will know this upon grasping the item. If it has charges used,
this indicates that it has already absorbed that many spell levels and they
have been used.

Example: a cleric has a rod of absorption and uses it to nullify the effect of
a hold person spell cast at him by a magic-user. The rod now has absorbed 3
spell levels, can obsorb 47 more, and the cleric can, in 1 segment, cast any
first, second, or third level spell he or she has memorized, without memory
loss of that spell, by using the stored potential of the rod. Assume the
cleric casts a hold person back. This spell is only second level to him or
her, so the rod then holds 1 spell level of potential, and can absorb 47 more
still, with 2 charges permanently disposed of.

Second Example: Icarius has used the Rod once to absorb a Shocking Grasp
spell, but did not return a spell at that time, so the Rod is carrying a
potential of 1.  Some M-U casts a magic missile at Icarius, and the Rod
absorbs it.  Icarius can immediately cast a Web back at the hapless Magic
User.   The Rod now has a potential of 0 and a capacity of 48.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 67         Wed Nov 05, 2003
TCOMPTER                     at 08:40 PDT

You've also discovered a Wand of Fear, which is a slim wand made of Bone, with
a human head carved into the handle end.  The face on the carving is a mask of
indescribable fear. The wand has the following properties:

Wand of Fear:

Wand of Fear: When the fear wand is activated a pale amber ray springs from
the tip of the wand, a cone 6" long by 2" in base diameter, which flashes on
in 1 segment and instantly disappears. Note that the wielder cannot simply
"Sweep a room" with the wand.  He must target an individual or spot.

Each creature touched by the ray must save versus a wand or flee in panic at
maximum movement speed away from the for 6 rounds. Each usage costs 1 charge.

It can operate but once per round.

The wand currently has 80 charges, give or take 10.  The wand can be recharged.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 68         Tue Nov 11, 2003
TCOMPTER                     at 06:21 PDT

Note on the last message:  The cone created by the Wand of Fear is actually 60
feet long by 20 feet wide at the base.  The inch measurements are a legacy
from tabletop miniatures gaming from which D&D originally sprang.

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 69         Mon Mar 01, 2004
SYNDICOMM [Sheppy]           at 22:57 PDT

Cool. :)

Hey... can Mialee try on the amulet we found yesterday right now, offline from
the RTC game?  I'm curious to try to figure out what it does.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 70         Tue Mar 02, 2004
TCOMPTER                     at 11:05 PDT

> Hey... can Mialee try on the amulet we found yesterday right
> now, offline from the RTC game?  I'm curious to try to figure
> out what it does.

Sure, barring objections from the rest of the group, she can try it on.
Though something I discovered last night perusing "some ancient scrolls" may
mitigate the effect of it, whatever that might be.   ;)

On a separate note, I'd like to bring up 2 points about how the game is run.

First: to reiterate a "policy" that has been defacto in place since we started
regarding characters' actions sans players.  To wit: we are playing in a chat
based game, and we all know that connections may be occasionally lost.
Usually, the player that loses a connection can get it back up within a matter
of minutes, but sometimes it takes longer, and sometimes it can't be
re-established at all.  This is somewhat exacerbated by the fact that to the
rest of the party, the player may seem to be online still.  It would be unfair
to the other players in the game to wait indefinitely for the return of the
player.

In any case, if a player is unresponsive for any reason (most likely
involuntarily) then the DM will take over control of the character until the
player returns.  The DM will run the character /in character/ to the best of
his ability, except that he shall minimize the danger to the character and
attempt to find some mechanism to take the character out of play until the
player returns.  In some cases, the DM might hand control of the character to
another player, as long as that player doesn't use the character for a shield.
:)  The same holds if a player can't make it to a session at all.  If
possible, the character will be taken out of play consistent with the plot.
If not possible, the character will be run by another player until such time
as they CAN be taken out of play.

Second:  I forget things sometimes. I have absolutely NO objection to players
_reminding_ me of things via a "/send DM pls chk Monster Manual p.35" or some
such.   If a player can remind me of something BEFORE I make a blunder, all
the better. I do, of course, retain the option to overrule the rulebook.  I
ain't the DM for nuthin', after all.   :)

Thanks again to all the players for making it a great session on Sunday.
____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 71         Tue Mar 09, 2004
SYNDICOMM [Sheppy]           at 18:25 PDT

So... does anything happen when Mialee tries on the amulet?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 72         Thu Mar 11, 2004
TCOMPTER                     at 08:20 PDT

You have entered the villa for a second time, and after a mishap with a
magically trapped coffer and an encounter with the stun-jelly, you are taking
a short rest to collect your wits and plan on how to proceed.

While you're resting you collectively decide it might be a good idea to do a
quick inventory of your collective exeptional items.

(Please examine this list carefully, and if there is anything out of place or
missing, let me know.  I've only listed items that are exceptional in some
way, such as silver or magical weapons.)


==============================================================
                       Party Possessions
==============================================================

Mialee
======
Silver arrows (7 ?)

  [ Potions ]
Healing (3) (2d4+2)
Speed (3)
Super-Heroism
Invisibility
Human Control
Poison Antidote (2)
Heroism

  [ Scrolls ]
Ray of Enfeeblement
Levitate
Leomund's Tiny Hut
Magic Missile
Fireball
Identify, Push
Tenser's Floating Disk

  [ Spells in Spell Books ]
Spell books from Burne and the apprentices:
Magic Missile, Read Magic, Shield, Sleep, Transfer By Portal, Write
Read Magic, Burning Hands, Sleep, Write, Identify, Tenser's Floating Disk

  [ Magical Items: ]
Ring of Wizardry, Doubles 1st & 2nd Level Spells
Longsword
Cloak of Elvenkind
Amber Pendant (Unknown effect)
Magic-writing ink with 3 levels left.

Pengo
=====
Silver-laced Short Sword

  [ Potions ]
Extra-healing (3d4+8)

Jozlan
======

  [ Potions ]
Cure Poison
Cure Disease
Healing (2d4+2)

  [ Scrolls ]
Continual Light
Create Food and Water
Wyvern Watch, Augury, Prayer, Imbue with Spell Ability, Speak with Dead,
Animate Dead
Continual Light, Cure Disease, Meld into Stone

  [ Magical Items ]
Wand of Detect Magic


Icarius
=======

  [ Spells in Spell Books ]
Lavinia's Spellbook:
First level: audible glamer, change self, detect Illusion, phantasmal force,
wall of fog.
Second level: detect magic, hypnotic pattern

  [ Magical Items ]
Staff of Magic Missiles  (almost empty...)
Rod of Absorption
Necklace of flaming thingies with 2 large, 5 medium and 3 small globes.


Flint
=====

  [ Potions ]
Philter of Love
Oil of Slipperiness
Invisibility
Healing (2) (2d4+2)

  [ Magical Items ]
Boots of Elvenkind
Ring of Feather Falling
Jewelled Dagger

Mordin
======

  [ Magical Items ]
Shield of Protection from Baleful Gazes


Vlix
====
Fine Silver-laced Longsword

  [ Magical Items ]
Wand of Fear
Sling
Dagger (which bears further investigation)


Party, Unassigned
=================
  [ Potions ]
Unknown (just found in flaming box in room V7)

  [ Magical Items ]
Amulet of Protection from Undead
Horseman's Mace, recently found in room V5
2 cloaks, 1 helm, 1 bow, 1 ranseur, 1 broom, 1 wagon wheel and 1 chamber pot
(Which I assume are all packed away on the ponies)


A reminder:  Spells which are in 'captured' spellbooks will not be lost when
copied into another spell book, but WILL be lost if cast directly from the
spell book.  SCROLLS, however, are lost in either case.
Of course one M-U in the group could write the spell, and another could
theoretically then copy it, but it would still take 2 Write spells to do that.

Also, I'm assuming that the captured spell books are also packed away on the
ponies, since they would be too heavy to lug around.


____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 73         Mon Mar 15, 2004
TCOMPTER                     at 09:05 PDT

In the interest of keeping up the good pace we had going in last night's
session in the next one, I'm going to (uncharacteristically) engage in a
slight bit of Deus Ex Machina.


While waiting in the secret library for Icarius to recover, Flint takes
another look at his inventory, and Lo and Behold:

the scroll that he had believed to be a scroll of Cure Serious Wounds
is ACTUALLY a scroll of HEAL.

The next step is up to you.   :)
____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 74         Tue Mar 16, 2004
SYNDICOMM [Sheppy]           at 21:44 PDT

O most Kind and Generous Dungeon Master.  Your wisdom is only surpassed by your
righteousness. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 75         Fri Mar 19, 2004
TCOMPTER                     at 07:25 PDT


Sheppy quoth:
> O most Kind and Generous Dungeon Master.  Your wisdom is only
> surpassed by your righteousness. :)

Ok, but not nearly so righteous as my lady wife, who was kind enough to give
me my birthday present over a month early:  Since I now have a version of
ViaVoice working on my computer, I can start working on the next adventure!

(I'm really excited about the next session.  It should be great fun, and I'm
sure you fine fellows will be pleased with the outcome. I don't know if I can
contain myself for that long, seeing as it's over 15 days away, but I
suppose I'll have to.  :)

I believe we had more or less agreed to the 4th of April as our next session
date. I hope that is going to work for everyone.  I'm afraid I'm sort of
locked into that date, since it is the week my wife is out of town.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 76         Mon Mar 29, 2004
TCOMPTER [TheDM]             at 13:37 PDT

Here is a recap of the original message that the Sentinel sent to

Flint.  A picture of the Sentinel can be found at:

http://homepage.mac.com/thomascompter/Adventure/glove.html

------------------------------------------------------

I am the Sentinel, the glove worn by the Guardians
of Adlerweg.

Many hundreds of years before the establishment of
Mercia as a united kingdom, when the land we know and
love was divided into petty fiefdoms controlled by
warlords, Berghof was an independent state whose rulers
styled themselves Grand Dukes.  The Berghof region
was a small but comfortable region, widely known for
its fertile soil and abundant game and crops.

The Kamph Mountains served as a natural border to the
lands to the south, but a single, narrow pass led through
the mountains which could be used by the more adventurous
merchants to conduct trade.

This path also presented a potential military threat
to the dukes, and to prevent this perceived threat,
the Dukes built a lofty fortress - the Keep of Adlerweg
- on a rocky spur high in this pass, and so cunning
was its construction and so dominating its situation
that no army from the other side of the mountains could
force a passage.  It also happened to be the perfect
customs house to control and tax trade into and out
of the region.

At some point, an evil warlord who controlled the lands
to the south of the mountains got it into his head
that the Keep of Adlerweg was somehow thwarting his
plans for domination of the region.  The Dukes of Berghof
were getting rich by charging exorbitant taxes for
goods going into and out of the Berghof region.

Eventually, the warlord resorted to magic in pursuit
of his ambitions, and a dark mage was set the task
of creating a weapon which would destroy the Keep.
The product of the mage's labors was a gauntlet of
hard, black leather, set with iron studs and rugged
gems. It was invested with all the fearful magical
powers at the mage's disposal, had the power of thought,
and was driven by a will of its own - dominated by
the overwhelming desire to destroy the Keep.

News of the Gauntlet - it had no other name - soon
reached Berghof, where the Duke was at haste to counter
the threat.

In haste was I fashioned to counter the threat -a creation
having intellect and great power, existing only to
protect Adlerweg and to destroy the Gauntlet should
it threaten the Keep. Those appointed to control my
powers, a succession of mighty mages, were known as
the Guardians of Adlerweg and I served the holders
of that title over many years during which the Gauntlet
dared not oppose me and the Keep remained inviolate.

During the far-off battles which brought the southern
area under the control of the Kingdom of Mercia, the
Gauntlet was lost.

 ------------
Category 12,  Topic 3  [MOVED]
Message 77         Mon Mar 29, 2004
TCOMPTER [TheDM]             at 13:39 PDT

As Berghof and the lands south of the Kamph mountains
were both assimilated by the Kingdom of Mercia, the
Keep lost its military significance, and was maintained
only to hold the pass against the threat of the humanoid
tribes which inhabited the mountains.

Without the threat of the Gauntlet, the reason for
my existence faded and my powers waned. Eventually
the Guardians came to regard me as no more than a relic
from a bygone era.

Even so, I did but sleep. The destinies of the Gauntlet
and I were linked by my making such that we could only
be destroyed together. Silent, I awaited the day when
the Gauntlet would return. Silent I remained when brought
from the keep to this villa by the last mage to bear
the title 'Guardian'. Silent still while his family,
which retained me in succeeding generations as a mere
curio, declined and fell; and silent in the empty years
following their abandonment of this place.

Not long since, my sleep was broken by the reawakening
of the Gauntlet and I sensed that, as ever, it was
intent on the destruction of the keep.

Desperate for a person of pure intent who could employ
my power to cast the Gauntlet into oblivion once more,
I had only a pair of foul skulks for company. However,
I was able to command one of them to do my bidding-
and, though I destroyed its mind in the process, it
was able to lure you here.

And now you have come. Feel the powers I can give you.
Together we will go to Adlerweg and destroy the evil
of the Gauntlet!

I can bestow the following powers while you wield me:

You may automatically open magically locked doors.

I will protect all within a 10' radius from evil.

I will enable you to walk backwards while appearing
  to walk forward as if into a stiff wind.

I give you total resistance to magical fear and will
  give all your allies within 10 feet of you a resistance
  (+2 bonus on saving throws) against such attacks.

------------------------------------------------------

The Sentinel insists that you must go to the Keep as soon as
possible, although it recognizes that the threat is great, and
you need to be properly prepared.  It suggests that a month at
the outside is as long as you could possibly delay.

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 78         Tue Mar 30, 2004
TCOMPTER [TheDM]             at 21:50 PDT

Here is a breakdown of all the loot you hauled out of the stockade and the
villa. There is a number in front of some of the items.  This indicates the gp
value of that item, IN CASE YOU WANT TO KEEP IT, IT WILL BE DEDUCTED FROM THE
TOTAL GP VALUE THAT THE PARTY GETS.  There might be an odd item though, that
the party wished to keep rather than convert to cash.
Books
=====
60    History of the Van Arthog Family Quern's Library
75    Art of Coarse Angling,          Villa Library
50    Cenozoic Glacial Geology,       Villa Library
Manual of Summoning Familiars,       Villa Library
Spell Book,                          Villa Library
   First level:  Nystul's Magic Aura, Push, Shocking Grasp
   Second level: Leomund's Trap, Shatter, Wizard Lock
   Fourth level: Fire Trap, Minor Globe of Invulnerability, Rary's Mnemonic
Enhancer
Lavinia's Spellbook with
   First level: audible glamer, change self, detect Illusion, phantasmal force,
wall of fog.
   Second level: detect magic, hypnotic pattern, Blur
   Third Level:  Invisibility, 10' radius

Xvart MU Spell Book
   First level: read magic, magic missile, sleep, spider climb, write.
   Second Level: Invisibility, Levitate


Interesting Non-Magical Stuff
==============================
100     The gold ring you took off of One of Lavinia's sons has a face value of
100gp.  What is interesting though, is that you discover it has a secret
compartment, containing a tablet of Class A Injestive Poison,

Unopened Box from Xvart Magic User's room.

Junk to Sell
=================
Value      Item                Place Found
In gp
4000     Black Sapphire     from the Presence
2200     Xvart Idol
800     Gem     from explosive box off villa courtyard
800     a box containing a bracelet and matching necklace
             (silver and amber)     Lavinia's Chest:
700     a gem (peridot
400     2 gems (Jet) from wererat's tunnel
480     6 small matching aquamarine gems,     One of Lavinia's Sons
350     Robe w/ decorative trim of semi-precious stones and gold
           thread     From the Ghast
250     Necklace of agate beads     from the ogre
250     Talisman of Wrought Gold and Haematite, Food Wine Skin,
           50' Coil of rope, 2 empty sacks.
225     gold earring, 2 plain gold rings , gold ring with pearl     from Xvart
leader
200     Ceremonial Helm     Xvart Cleric
150     Small statue, platinum     xvart infant
100     Gem     from explosive box off villa courtyard
80     a fine dagger in a scabbard on a silk belt     Lavinia's Chest:
60     Gem from explosive box off villa courtyard
60     Gem from explosive box off villa courtyard
60     Gem from explosive box off villa courtyard
60     Gem from explosive box off villa courtyard
50     a cloak, a robe and a brocade gown     Lavinia's Chest:
50     Holy Symbol (Model Unicorn Horn)     Dead Cleric in Courtyard
40     a box containing a wig and a vial of perfume     Lavinia's Chest:
30     Necklace of Topaz Beads, Gold Finger Ring
25     Small Platinum Clasp,
       Flask of Oil,
       Tinder Box x2
       2 small torches.
       light Crossbow w/ 12 quarrels,     One of Lavinia's Sons
       thief's tools x2
       vial of one dose of Class A Insinuative poison,
       pill box with 2 doses of Class A ingestive poison


Magic Items
===========
Dagger
Hand Axe        Xvart Leader
Ring with       Xvart Magic User
Plain gold ring
Agate gem on leather thong
Small Shield    from wererat's room
Potions
-------
bottle which contains a colorless liquid, slightly salty taste).
Potion of Some Kind

Scrolls
-------
Illusionist Scroll (Magic Mouth, Dispel Illusion, Illusionary Script)
Clerical Scroll: (Slow Poison, Speak with Dead, Cure Disease, Blade Barrier.)

A friendly DM Reminder:
---------------------------
When deciding what to "Identify", consider the cost and schedule.  An Identify
spell will never reveal the exact pluses or minuses of a given weapon, so
perhaps just knowing that a weapon is magical is _enough_ information.
For other items, like rings or potions, if you can't figure it out just by
putting it on, maybe an Identify IS in order.

The Bottom Line:

Assuming that you sell everything above with a number in front of it, the
part's total gp value haul is: 14747.6 gp

Divided by 7, that would be 2106.8

However, before we go dividing things up, you might consider some joint
purchases and expenses.  For instance, since the MU's identify items that
benefit the entire party, you might consider buying the spell components for
the Identify spell as a joint venture.

Further, you've been away for several weeks, and your house looks like it has
been occasionally occupied since your departure.  Luckily, you haven't bought
any furniture yet, but if you do, you're going to have to consider hiring some
permanent staff.

Also, if one of you has taken a shine to one of the objects in the list above,
we can make that part of your share.

What's next?
------------
You (as a group) need to decide what you're going to spend your limited time in
Byrne doing. You've only got about 14 days before you need to start off for the
Keep, according to the Sentinel. What will you identify?  What will you buy?
What will you research?

When will we have the next session?  Realizing that Vlix can't be there in the
flesh this Sunday the 4th, should we meet anyway just to get the ball rolling?
There probably won't be too much action, so I'd be happy to carry Vlix along
for the ride. (Sean, you can get with me via email for any special preperation
you want to do.)

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 79         Thu Apr 01, 2004
SYNDICOMM [Sheppy]           at 14:00 PDT

I want to identify all the unidentified magical items.

Didn't we have some items we picked up that were magical but odd, like a broom
and some stuff like that?

At this point, I'd sort of prefer not to meet on the 4th, as I'll just be home
from this trip and it would be nice to be able to relax. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 80         Thu Apr 01, 2004
SFAHEY                       at 16:33 PDT

Ok with me. If I can be there, I will, but not likely.

 ------------
Category 12,  Topic 3  [MOVED]
Message 81         Fri Apr 02, 2004
SYNDICOMM [Sheppy]           at 22:03 PDT

I'll go over the list of magical items and get back to you on which ones I want
to be sure to identify.  I'm thinking I'll prioritize weapons; we need to be
sure we have as many people armed with magical weapons as possible.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 82         Sat Apr 03, 2004
TCOMPTER [TheDM]             at 10:34 PDT

Ok, I guess we will NOT meet this Sunday, the 4th.  Nevertheless, I'll be in
the A2 chatroom most of Saturday and Sunday morning and early afternoon, in
case anyone wants to discuss anything, like what you want to do in Byrne.

BTW, the date you returned to Byrne was October 25th, in the year 975, as the
Kingdom of Mercia reckons the years.

Besides the urging of the Sentinel, another reason for needing haste is
that it is likely that snow will begin to fall in the Kamph Mountains
in early November, and the pass may not be passable by the end of November.

> Didn't we have some items we picked up that were magical
> but odd, like a broom and some stuff like that?

You know, it's funny you should mention that.  While you were going through
all your detect magic stuff in the privacy of your own townhouse, you also
re-scanned the 2 cloaks, the helm, the bow, the ranseur, the broom and the
chamber pot, and they don't seem to be showing as magical any more.

I imagine one of your first stops in town would be to a jewelry store, to get
a pile of pearls, right?  How many will you buy (as a group??)


____   __          _ _
.||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 83         Sat Apr 03, 2004
SYNDICOMM [Sheppy]           at 10:42 PDT

That's very odd about those items no longer being magical.  Perhaps they had a
temporary spell cast upon them or something, or were tied to the life of
someone we killed?

Anyway, I think I'm going to identify the two magic rings, and leave
everything else to chance.

My main concern with weapons and shields is that occasionally you find some
magic items like those that do more harm than good. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3  [MOVED]
Message 84         Sun Apr 04, 2004
TCOMPTER [TheDM]             at 08:32 PDT

Mialee wondered:
 > That's very odd about those items no longer being magical.
 > Perhaps they had a temporary spell cast upon them or
 > something, or were tied to the life of someone we killed?

Hmmm, that is odd, until you recall tales of that devious trickster Nystul.

 > My main concern with weapons and shields is that
 > occasionally you find some magic items like those that do
 > more harm than good. :)

True, but in those cases, the items are generally also shielded against normal
magical identificatioin anyway, so a simple Identify wouldn't probably catch
it anyway.  Plus, if it was a cursed item, the Identifying Magic user is
probably the one that will receive the curse or bad effect.

Being a magic user is a dangerous line of work.  :)


____   __          _ _
.||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 85         Sun Apr 04, 2004
SYNDICOMM [Sheppy]           at 12:53 PDT

>>>Nystul

Who?

OK, here's what Mialee wants to do:

1. Identify the ring we got from the Xvart Magic User.

2. Arrange to hire someone to care for our house while we're adventuring.

3. Can we pry the pearl out of the gold ring from the Xvart leader, to use as a
magic component? :)

4. Store the spell books at the house, once the others have had a chance to
pull out any spells they want.

I'd like to urge Icarius to identify the magic but plain gold ring.

How does one go about hiring house help?

Also, Vlix and Icarius, please look over all the spells we have and see if
there are any you want to transcribe into your spell books.  Vlix, in
particular, if you don't have some of the basics like Identify or Read Magic,
we have both of those in spell books that you can copy from.

Pengo would like to do the following:

1. Go to his apartment and clear out his stuff, returning the key to the owner,
etc.  He doesn't need it anymore.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 86         Mon Apr 05, 2004
TCOMPTER [TheDM]             at 12:07 PDT

Regarding the notes that Mialee has made, if I don't hear any objections from
the other players, I'm going to assume that the cost of components for the
"Identify" spell (100gp pearl for each) will come out of the party general
fund before it is split up, as will the cost of the residence.

Speaking of which, an inquiry into the availability of help to maintain said
residence turned up several candidates, the most promising of which was a
40ish gentleman with good references named James Smithson.
He would be willing to take up the position of seneschal for 100gp/month,
plus room and board.

For 125gp/month, he will see to the hiring of any other help that may be
required, on an as-needed basis (cook, maids, etc.)

Let me know if he's acceptable, and you can consider him hired.

You'll also have to let me know how many of each spell component you're going
to aquire.  Once you're up in the hills, it won't be easy to find them. :)


____   __          _ _
.||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 87         Mon Apr 05, 2004
SYNDICOMM [Sheppy]           at 12:16 PDT

Well, I'd like to pick up a good handful of pearls for identify spells, as a
cache to be shared among the MUs.  Perhaps ten of them?

And this candidate to run our house sounds good to me.  I'm inclined to pay him
the 125/mo to take care of everything.  Anyone else have an opinion on that?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 88         Mon Apr 12, 2004
TCOMPTER [TheDM]             at 12:22 PDT


Mialee asked:
> 3. Can we pry the pearl out of the gold ring from the
> Xvart leader, to use as a magic component? :)

I'm afraid not.  That would destroy the pearl AND the ring, or at least ruin
it's value.

I'll get to the identification results in the next message, but don't forget
you still have the box from the Xvart MU's room to deal with.  Recall that
Pengo tried unsuccessfully to bypass the trap he found on it.

A follow-up on Identifying things:  I'm hereby making another official DM
ruling on a spell:  (We ought to have a topic just for this, eh?) I'm going to
say that a MU using an identify spell can identify one potion per segment that
the spell is in force (which is one segment per level of the spell caster).
Thus, a 4th level MU could identify up to 4 potions.  Mind you, s/he still has
to roll the percentage chance.

And, having heard no objections, I'll assume you've hired James Smithson as
your seneschal.  He suggests that for 500gp, he could have your house
furnished comfortably, if not extravagantly, as befits ladies and gentlemen of
leisure such as yourselves.  He explains that the bare minimum required would
be 200gp just to put rough wooden unfinished furniture in the house.


____   __          _ _
.||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 89         Tue Apr 13, 2004
TCOMPTER [TheDM]             at 07:35 PDT


By the way, I said I'd have some answers for some of you last night, and I
apologize for not posting them, but my little photography project took longer
than I had expected.  Look for the answers on Friday  :)

____   __          _ _
.||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 90         Tue Apr 13, 2004
SYNDICOMM [Sheppy]           at 11:09 PDT

Yes, hiring Mr. Smithson is something we should do.  As for furniture, I have
no problem spending the 500 gp.  Anyone?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 91         Tue Apr 13, 2004
SFAHEY                       at 15:40 PDT

I don't have a problem hiring the house warden, or popping for the furniture
so much as it will help create an incentive to get more gold.

Also, since I don't post EVER - I hope I'm doing this right. Not used to the
message base.

 ------------
Category 12,  Topic 3  [MOVED]
Message 92         Wed Apr 14, 2004
TCOMPTER [TheDM]             at 09:16 PDT


> Also, since I don't post EVER - I hope I'm doing this
> right. Not used to the message base.

Looks fine from this end!   Thanks for posting.  I would really like to see us
do some more of the "in town" role-playing here for three reasons:

1) It leaves more time to do the serious adventuring during our get-togethers.

2) Things that your characters do in town (such as identify and distribute
magical weapons, etc) will often affect the combat tables and other records
that I use to DM with.  If we do that at the beginning of the adventure
session, then I have to scramble to get it worked into the tables, and that is
prone to error, and uses up even more valuable adventuring time (see #1).

3)  Things that your characters do in town will sometimes affect the course of
the adventure about to be embarked upon.   For example, say the party decides
to sell the +5 giant killer sword that they found during the last adventure,
instead of keeping it.  I might have to go through the next adventure and cut
down on the number of Frost Giants that you will face just to give you a
chance for survival.   If that happened on the day of the adventure, I
wouldn't have time to do that fairly.  (see #1)

My goal would be to be able to jump right into the adventure on our Sunday
afternoons (the next of which will be the 25th of April, don't forget) without
having to deal with the mundanities of what to do in town before setting out.

So I would once again encourage you to do some more asynchronous adventuring
here. :)

____   ___          _ _
.||he  ||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 93         Wed Apr 14, 2004
SYNDICOMM [Sheppy]           at 15:16 PDT

OK, what comes of identifying the non-weapon items?

And does Pengo know anybody that could give us a hand opening that trapped box?
 He must know some other thieves.

Other things:

1. Any fallout from Pengo moving out of his old apartment?

2. I still need to know if the group is okay buying about 10 pearls for future
use identifying items.

3. Vlix and Icarius -- do you want to read over the spells in the books and
scrolls we have, to determine if there are any you'd like to write into your
spell books?

4. How much would it cost to recharge Icarius' staff of magic missiles (if it
can be done at all)?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 94         Wed Apr 14, 2004
TCOMPTER [TheDM]             at 18:44 PDT

Mialee asked:

> OK, what comes of identifying the non-weapon items?

The ring from the Xvart Magic-User turns out to be a Ring of Regeneration.
The other plain gold ring is a Ring of Free Action.

 > And does Pengo know anybody that could give us a hand
 > opening that trapped box? He must know some other
 > thieves.

Hmm, did you do a detect magic on the box?


> Other things:

> 1. Any fallout from Pengo moving out of his old apartment?

No, his landlord was sad to see him go, as was his wife, who would miss
mothering him.

> 2. I still need to know if the group is okay buying
> about 10 pearls for future use identifying items.

I'm going to assume there are no objections.

 > 3. Vlix and Icarius -- do you want to read over the
 > spells in the books and scrolls we have, to determine
 > if there are any you'd like to write into your spell
 > books?

You'll need an answer from them for that.

 > 4. How much would it cost to recharge Icarius' staff
 > of magic missiles (if it can be done at all)?

Icarius should know that.

Were you going to ID the Agate Gem on a leather thong? (Currently around
Mialee's neck?)


____   ___          _ _
.||he  ||_)ungeon  //\/\aster






 ------------
Category 12,  Topic 3  [MOVED]
Message 95         Thu Apr 15, 2004
SYNDICOMM [Sheppy]           at 11:24 PDT

Let's go ahead and ID the agate gem and Detect Magic the box.  We hadn't but in
retrospect it does seem like a good idea.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 96         Fri Apr 16, 2004
SFAHEY                       at 12:56 PDT

I'll take that +5 sword (ie don't sell it).


hahaha... just kidding.

 ------------
Category 12,  Topic 3  [MOVED]
Message 97         Sat Apr 17, 2004
TCOMPTER [TheDM]             at 11:26 PDT

 > Let's go ahead and ID the agate gem and Detect Magic the box.
 > We hadn't but in retrospect it does seem like a good idea.

*** Roll by DM: 1d100 -> 50
*** Roll by DM: 1d100 -> 36
*** Roll by DM: 1d100 -> 18

Finally, you manage to determine that the Agate gem is a stone that
will ward off all manner of disease, as long as the owner is wearing it.

Detecting magic on the box does reveal a magical dweomer.

BTW, those spell-casters who went up in level need to let me know what their
new spells-carried lists look like.

____   ___          _ _
.||he  ||_)ungeon  //\/\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 98         Sat Apr 17, 2004
SYNDICOMM [Sheppy]           at 20:28 PDT

Okay... so the box appears to be trapped magically then.  Would a Knock spell
safely open it?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 99         Mon Apr 19, 2004
TCOMPTER [TheDM]             at 01:33 PDT

Mialee asked:
> Okay... so the box appears to be trapped magically then.
> Would a Knock spell safely open it?

It certainly would!  And inside, you find 3 blank sheets of very fine vellum, a
beautiful feather quill from some exotic bird, and 4 clay bottles filled with
some sort of ink, packed tightly in straw.

You also find a piece of vellum with some writing on it which you cannot read
at the moment.

Luckily, when you memorized the knock spell, you also had the foresight to
memorize "Read Magic", so you can determine that the vellum with writing on it
is a scroll with two Magic-User spells on it:  "Fireball" and "Hallucinatory
Terrain."


____   ___          _ _
.||he  ||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 100        Mon Apr 26, 2004
SFAHEY                       at 10:19 PDT


Am I dead?
 ------------
Category 12,  Topic 3  [MOVED]
Message 101        Mon Apr 26, 2004
TCOMPTER [TheDM]             at 13:11 PDT


Vlix asked:
> Am I dead?

Quite the contrary. You ably assisted the other members of your party almost
defeat the mysterious floating suits.  To everyone's surprise, they suddenly
stopped attacking, and returned to their alcoves.  You decided to spend the
night in the adjoining small room, where you've all been healed, and are
refreshed and ready to go the next time we meet, which has been tentatively
scheduled for the 23rd of May.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3  [MOVED]
Message 102        Tue May 11, 2004
SYNDICOMM [Sheppy]           at 11:45 PDT

As for the unclaimed items, I'd like to suggest that Flint take the Ring of
Regeneration, Mordin take the Ring of Free Action, and Pengo take the small
shield (which for him is like a big shield :).

I'm not sure who should get the Amulet of Undead Protection, and the dagger, I
don't know if anyone needs it. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 103        Tue May 18, 2004
TCOMPTER [TheDM]             at 10:56 PDT

I've cleaned things up a bit, and added some linked pages to this:

http://homepage.mac.com/thomascompter/Characters/possessions.html

____   __          _ _
.||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 104        Tue May 18, 2004
TCOMPTER [TheDM]             at 11:06 PDT

> As for the unclaimed items, I'd like to suggest that
> Flint take the Ring of Regeneration, Mordin take
> the Ring of Free Action, and Pengo take the small
> shield (which for him is like a big shield :).

Hmm, I'm afraid that thieves can't use shields, sorry.  (PH pg 19)

> and the dagger, I don't know if anyone needs it. :)

Now, Pengo COULD use that, and since he's almost the only one without a magical
weapon of any kind, now, that would probably be a good choice.

As for the shield, I would recommend Flint take it, since he is now hopefully
using his magical hand-axe as his primary weapon.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3  [MOVED]
Message 105        Tue May 18, 2004
SYNDICOMM [Sheppy]           at 12:35 PDT

The dagger is magical?  It doesn't say that on the list, so I assumed it was a
standard el-cheapo.  If it's magic, then Pengo will take it.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 106        Fri May 21, 2004
TCOMPTER [TheDM]             at 10:44 PDT

>> Sheppy said:

> The dagger is magical?  It doesn't say that on
> the list, so I assumed it was a standard el-cheapo.
> If it's magic, then Pengo will take it.

If you're referring to the list at:
http://homepage.mac.com/thomascompter/Characters/possessions.html

I've ONLY included items which are magical in the "Magical Items" column. Other
items which are special in some way, like the silver-laced weapons, are in the
"Other" Column.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3  [MOVED]
Message 107        Sun May 23, 2004
SYNDICOMM [Sheppy]           at 07:46 PDT

D'oh; I could have sworn that column heading was just "Items" :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3  [MOVED]
Message 108        Mon May 24, 2004
TCOMPTER [TheDM]             at 07:10 PDT

Thanks for the great session yesterday, guys.  You moved along quite a bit
faster than I expected.  Of course, having the alarm raised is a good way to
move things along. :)  Still, it's a good thing I didn't quit preparing when I
thought I had done enough.

The complex battle scene we had really made me wish we had some miniatures, or
some other way to represent the location of the characters and foes.  If anyone
has any ideas on that, let me know.

I'm looking forward to the 13th of June, when we plan to continue...

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 109        Sun Jun 13, 2004
SYNDICOMM [Sheppy]           at 06:33 PDT

We should investigate the possibility of using an online whiteboard type of
program for sketching out diagrams or whatever.  Thomas could toss up a sketch
of the room, and the rest of us could indicate where our characters are, etc.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 110        Sun Jun 13, 2004
TCOMPTER [TheDM]             at 19:35 PDT

Sheppy said:

> We should investigate the possibility of using an online whiteboard type of
> program for sketching out diagrams or whatever.  Thomas could toss up a
> sketch of the room, and the rest of us could indicate where our
> characters are, etc.

That worked out ok, I think.   The ability to

a) create the sketches beforehand, and
b) have a way to create a marker object that could be dragged around the
screen

would make it almost perfect.   :)

I'll also take a look at the source code, though I may not be skilled enough
to make heads or tails of it.

_________
  | homas


 ------------
Category 12,  Topic 3
Message 111        Sun Jun 13, 2004
SYNDICOMM [Sheppy]           at 19:58 PDT

I'm pretty sure I can do some tweaks to it.  The movable marker probably the
hardest thing I've heard suggested.

Stuff I'm pretty sure I can do fairly easily:

1. Make the erase button always erase to white, instead of the current color.

2. Add an eraser tool.

3. Make it possible to preload PNG files into the board.  The thing already has
support for doing it, but only once, when the board is first opened.

4. Adding buttons to make it easy to place icons representing each of the
characters.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 112        Sun Jun 13, 2004
SYNDICOMM [Sheppy]           at 20:11 PDT

Pengo has the box we took from the column in the painted room.  It's sealed in
a way we have yet to be able to open.  It's possible that Mialee might be able
to open it with a Knock spell, but perhaps the key Vlix found would open it?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 113        Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:38 PDT


Hey, I've got an idea.  Since we left sort of in the middle of things, with you
all in the Castellan's chambers, I'd like to propose that you take some time to
REALLY explore the room (here in the BB).  To that end, over the next several
messages, I will recap the last few minutes of play.  One rule we'll have to
adhere to is that no one can leave the room until the next actual session.
Otherwise, though, let me know what your characters are doing/checking/looking
at.

The reason to do this is:  this is the point where you really need to put on
your thinking caps and figure out what's going on, and I want you to take all
the time you need to do that.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 114        Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:38 PDT


> Flint opens the door.
> Mordin enters the room.
<DM>
<DM>      The sole occupant of this well-furnished room is a man-sized
<DM> humanoid creature with brown skin and dark, unkempt hair. It looks
<DM> mildly ridiculous since it is wearing a rich but ill-fitting robe.
<DM> On its left hand there is a black, leather, studded gauntlet.
<DM>
<DM>      When it sees you, the creature quickly brings its hands
<DM> together and mutters a word or two. For a moment, it is transparent
<DM> and then it vanishes completely. Some glittering shards hang
<DM> suspended in the air for a few seconds and then fall to the floor.
<DM> (Beam me up, Scotty!  :)

<DM> BTW, here's the guy that disappeared:
<DM> http://homepage.mac.com/thomascompter/Gauntlet/images/ogrillon2.jpg

<DM> Realizing that its foe has eluded it, the Sentinel sends out
<DM> an anguished telepathic message to all of you:

<DM>      "What trickery is this? Is the Gauntlet in such awe of me that
<DM> it dare not face me? But wait, though it has gone I sense it
<DM> still.... It is close, yet I know not where. You must find it or
<DM> all our efforts will have been in vain!"

<Icarius> most interesting

<DM> In the SE corner alcove, you can see a trap door in the ceiling.
<Flint> That's the way!

> Flint explores the turret room above, and leads the party to explore the
other turrets as well.  Other than the well-stocked ammunition lockers, they
don't find anything interesting.

<Flint> We have two options, either start sweeping back through every room, or
    head straight for the undercroft.
<Icarius> we could poke our head in every room
<DM> Pengo suggests that a search of the room from which the creature
    disappeared may turn up some clues.
<Icarius> good thought
<Flint> Okay, lets go back up and search the room.


 ------------
Category 12,  Topic 3
Message 115        Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:39 PDT


<DM> you make it all the way back to the Castellan's quarters...
<DM>      The room is well-furnished. There is a polished desk in the
<DM> center of the room with an open book on it, a four-poster bed
<DM> against the northern wall, and three comfortable-looking chairs
<DM> arranged around the fireplace in the eastern wall. Next to the
<DM> southern wall are a weapon rack, a chest and a bare manikin. The
<DM> floor is carpeted and there is a tapestry on the wall next to the
<DM> bed.

<Flint> Search the room.

<DM> There are some glittering shards of something on the carpet in the spot
    where the creature disappeared
<DM>      Closely examining the fallen shards, you conclude that they
<DM> are the fragments of a shattered black gem.

> Vlix goes over and inspects the manikin
> Vlix tips over the manikin, and says: "Aha!"
> Vlix holds up a bag, and shakes it a little...   ka'ching.
<Vlix> I found 350 gp and a key

> Flint Examines the desk and book.
<DM>      The drawers of the desk are not locked.
<DM>  http://homepage.mac.com/thomascompter/Gauntlet/images/book.jpg
<DM>      This book is huge by anyone's standards.  It has a rich,
<DM> tooled leather binding with the words of "The Prison" in gold leaf
<DM> on the spine.  The front cover is nearly an inch thick and has 36
<DM> padded compartments (each about half an inch wide and deep)
<DM> hollowed out on the inside. All are now empty.
<DM>
<DM> Pengo comes to help search the desk.  He looks in the drawers:
<DM>      They contain quills, ink, penknives, pieces of parchment, the
<DM> former Castellan's letter of authority, personal letters written to
<DM> him by his wife and miscellaneous papers relating to the day-to-day
<DM> running of the Keep.

<Icarius> are those holes in the book, or a` drawing of some sort?
<DM> They are padded compartments, as if they were meant to hold something.
> Flint reads the book.
<DM> settling in for the night, Flint?  :)
<Icarius> any transportation spells?
<DM> The book is written in the common tongue, so no.  No magical spells
written
    in the book.
<Flint> See if I can get some Idea what this was used for.



 ------------
Category 12,  Topic 3
Message 116        Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:40 PDT



<DM> The first five pages of the book explain how the imprisonment
<DM> system is operated:
<DM>
<DM> This is a short synopsis of those 5 pages:
<DM> The prison of the Keep does not consist of a physical place but
<DM> employs a variant of the Imprisonment spell. When the Keep was
<DM> first built, four magical cells were established and the
<DM> Castellans, as jailors, were provided with a number of magical gems
<DM> with which to operate the system. Black gems allowed the user to
<DM> imprison creatures in a specified cell, while white gems were used
<DM> to release them.
<DM>
<DM>      The sixth page contains a reference to a cache of white gems
<DM> for use in an emergency. Their location is given as the secret
<DM> compartment at the top of one of the columns in "the painted room
<DM> with pillars beneath the Keep."
<DM>
<DM> The next three pages contain records of prisoners kept in the
<DM> cells. For each prisoner, there is recorded the date of their
    imprisonment, and the date of their release.
<DM> All but the last two entries (shown below) have been
<DM> carefully crossed out:
<DM>
<DM> - (Neatly written) 'Cell 4; Lorganarch'. The date given for its
<DM> imprisonment Is about 60 years ago. There is no release date given.
<DM>
<DM> - (Scrawled) 'Bloodfire's daughter - number 3'.
<DM> There follow seven blank pages.
<DM>
<DM> Written on the inside of the back cover are the words
<DM> 'Fram cweartern thoostre, cume'.
<DM> That's it, for the book.


 ------------
Category 12,  Topic 3
Message 117        Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:40 PDT



<Flint> Does the book say how the black gems are used to imprison someone?
<DM> reading more in depth, you discover:
<DM> This process can take place anywhere in the Keep. All that is
<DM> necessary is that the victim is touched with a black gem and the
<DM> Words 'Go hence unto...'  are uttered, followed by the number of
<DM> the cell to which the captive should go. The creature will fade and
<DM> vanish as it is sent to the cell and the black gem will break into
<DM> fragments. The creature will not be imprisoned (and the gem will
<DM> remain whole) if an occupied cell is specified.
<DM> reading on, you find:
<Flint> The creature imprisioned itself?  How are the white gems used to
    release a prisioner?
<DM> a detailed description of how to release prisoners.

<DM> "For security's sake, This can only take place in the release
<DM> chamber. To
<DM> release a prisoner, a white gem is placed on the spiral pattern in
<DM> the centre of the floor and the command 'Come forth from... '
<DM> followed by the cell number, is spoken. A few moments later the gem
<DM> will shatter and the prisoner will appear in the centre of the
<DM> room. If an empty cell is specified or if the procedure is carried
<DM> out other than in the release chamber, nothing will happen and the
<DM> gem will remain whole.

<DM> "In either case, there is no saving throw for the captive, and while
<DM> imprisoned, creatures are affected by the equivalent of a temporal
<DM> stasis spell."

<Flint> Have we found any white gems?
<DM> not that I recall.  :)
<Flint> Didn't we find two white eggs in that compartment in the pillar room of
    the undercroft?
<DM> no
<DM> you found a tiny replica of a chest
<Flint> right, which we haven't opened.
<Flint> Who has the chest, Pengo?
<Pengo> Yes, I have it.

<DM> Current Hit Points at the end of the night:
<DM> Flint:   25 (29)
<DM> Mordin:  18 (20)
<DM> Mialee:  19 (19)
<DM> Pengo:   20 (20)
<DM> Icarius: 15 (16)
<DM> Jozlan:  18 (18)
<DM> Vlix:    14 (14)



 ------------
Category 12,  Topic 3
Message 118        Mon Jun 14, 2004
SYNDICOMM [Sheppy]           at 11:56 PDT

Mialee takes a look at the book and says, "You know, if this book is the
prison, where are the people that are supposedly in cells 3 and 4?  It seems
likely that these compartments would represent the states of the cells; if
they're all empty, then where are the people who haven't been released yet
according to the list in the book?

It looks like maybe someone has set them free.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 119        Wed Jun 16, 2004
TCOMPTER [TheDM]             at 09:47 PDT


Mialee suggested:
> It seems likely that these compartments would represent the
> states of the cells;

Recall that there were only 4 cells, (MSG 116) and there are 36 compartments in
the front cover of the book.
http://homepage.mac.com/thomascompter/Gauntlet/images/book.jpg

Keep working though!   The truth is out there.  :)
____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 120        Mon Jun 21, 2004
TCOMPTER [TheDM]             at 10:13 PDT

So, are you guys looking at anything else in the room?

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 121        Mon Jun 21, 2004
SYNDICOMM [Sheppy]           at 11:11 PDT

Pengo checks the chest for traps, and if he finds none, he opens it (picking
the lock if necessary).

Mialee takes a look behind the tapestry on the wall, and under the rug.

After Pengo finishes with the chest, he takes a look at the weapon rack.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 3
Message 122        Mon Jun 21, 2004
TCOMPTER [TheDM]             at 17:09 PDT

     When you  examine the chest, you see that the lock is smashed, and the
carpet in the area around it is singed and stained with blood.

DM rolls secretly  :)

     Pengo doesn't find any traps.

     Inside the chest you find a tunic with matching robe (silk with fox fur
trim; value - tunic 100gp, robe 150gp), two pairs of boots, and a large
stoppered bottle containing a pale blue liquid and a bone scroll case.  There
is also a quantity of broken glass.

     The glass could be the remnants of several other potion bottles

     The tapestry depicts a battle scene, it is probably worth 700gp.  There
is nothing on the wall behind it.

     The carpet is worth only 100gp because of the damage done to it.

     The weapon rack holds a longsword in a beautifully crafted leather
scabbard (200gp), a short sword in a plain leather scabbard, a dagger in a
jewelled silver scabbard (250gp), a longbow and a gorgeously tooled leather
quiver containing 25 arrows.

     The scabbard for the long sword has beautiful leather-work tooling of a
series of shields all the way down the scabbard.   Likewise, the hilt of the
sword has a representation of a shield crafted into it.

http://homepage.mac.com/thomascompter/Characters/images/longsword_df.gif

     The short sword is also a beautiful piece of work.  Near the hilt is some
silver filigree depicting a spider web.  At first you think some of the
silver has been scraped away, but looking closer, you see that the threads of
the spider web as depicted on the sword are purposely shown as being shredded.

http://homepage.mac.com/thomascompter/Characters/images/sswdstng.png

     The longbow is the finest of its kind that you have ever seen.
Beautifully composited of ash, cedar and yew, the inlaid woods are crafted to
appear as if the ends of the bow were on fire.   There is an odd patch of a
rough material applied to the bow near the arrow notch.

     The arrows are exceptionally well crafted, straight and true.  Behind the
head, for about 6 in. along the shaft, the shafts seem to be painted or coated
with a rough, mud-like material.

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 123        Mon Jun 21, 2004
SYNDICOMM [Sheppy]           at 22:35 PDT

Someone needs to Detect Magic on those weapons; they sound very likely to be
magic, from the descriptions.

Is there anything under the carpet?

We gather up all the stuff we've found... some of it sounds very handy.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 124        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 03:21 PDT

Mialee mentioned:

> Someone needs to Detect Magic on those weapons;
> they sound very likely to be magic,
> from the descriptions.

o/~ oh Jozlan...  o/~

> Is there anything under the carpet?

Just some dust, a couple of cockroaches, and some dried blood that soaked
through.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 125        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 03:52 PDT

Oh, by the way, in answer to a question uptopic a bit:

The key that Vlix found under the mannekin is WAY too big for the tiny chest
that Pengo is carrying. It's almost as long as the chest itself is.

It might have fit the chest with the smashed lock, or some other chest,
perhaps.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 126        Tue Jun 22, 2004
SYNDICOMM [Sheppy]           at 12:00 PDT

Flint just made an interesting comment to Mialee.  He mentioned that the
strange patterned circle on the floor in the Undercroft looks very much like
the one back in Karak's place, and wonders if it, too, might be triggered using
a Transfer By Portal spell.

This has Mialee thinking and rustling through her belongings to see if she has
that spell book with her, the one with that spell in it.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 127        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 12:15 PDT


> Flint just made an interesting comment to Mialee.
> He mentioned that the strange patterned circle on the
> floor in the Undercroft looks very much like the one
> back in Karak's place, and wonders if it, too, might
> be triggered using a Transfer By Portal spell.

Flint demonstrates the great insight he's famous for.   :)

> This has Mialee thinking and rustling through her
> belongings to see if she has that spell book with her,
> the one with that spell in it.

Ordinarily, she would have left that big heavy thing back at the house, but for
some reason, she has it stuck at the bottom of her pack.  ;)

____    ___          _ _
.||he  _||_)ungeon  //\/\aster


 ------------
Category 12,  Topic 3
Message 128        Tue Jun 22, 2004
SYNDICOMM [Sheppy]           at 12:24 PDT

Boy, Mialee shows great foresight. ;)

Mialee suggests to the party that we should head for the portal to give it a
try.  However, we might need it more than once, so perhaps we should try to
find a place to rest, so she can memorize Write and transcribe the spell into
her spell book for possible future use.

Or is it too high a level spell for her to do that?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 129        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 18:58 PDT

Foresight, Insight, you guys are just full of sight.  :D

> Mialee suggests to the party that we should head for the portal
> to give it a try.

Remember the rules: You can't leave the room until we get back together
synchronously.

> However, we might need it more than once, so perhaps we should
> try to find a place to rest, so she can memorize Write and
> transcribe the spell into her spell book for possible future use.

It would be good to have it available for future use, but see the rule above.

> Or is it too high a level spell for her to do that?

No. It's a first level spell.  And since she long ago cast a read
magic on that book, she knows the spell description, which can be seen at:

http://homepage.mac.com/thomascompter/Characters/sample.html

Furthermore, as you're pondering this, you find another, smaller book in the
bottom drawer of the desk, which is summarized in the next message.

Apparently, the Castellan was, before his untimely death, making a serious
study of the subject.

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 130        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 19:03 PDT

| ___                                                    __           |
|-   ---___-                     ,                     ,-||-,         |
|   (' ||                  _    ||   '                ('|||  )        |
|  ((  ||    ,._-_  _-_   < \, =||= \\  _-_,  _-_    (( |||--)) \\/\\ |
| ((   ||     ||   || \\  /-||  ||  || ||_.  || \\   (( |||--)) || || |
|  (( //      ||   ||/   (( ||  ||  ||  ~ || ||/      ( / |  )  || || |
|    -____-   \\,  \\,/   \/\\  \\, \\ ,-_-  \\,/      -____-   \\ \\ |
|                         ___                                         |
|      ,  ,,            -   ---___- ,,                                |
|     ||  ||               (' ||    ||                                |
|    =||= ||/\\  _-_      ((  ||    ||/\\  _-_   /'\\ ,._-_ '\\/\\
|     ||  || || || \\    ((   ||    || || || \\ || ||  ||    || ;'    |
|     ||  || || ||/       (( //     || || ||/   || ||  ||    ||/      |
|     \\, \\ |/ \\,/        -____-  \\ |/ \\,/  \\,/   \\,   |/       |
|           _/                        _/                    (         |
|                  /\    -__ /\\                ,        ,,  -_-      |
|                 ||       ||  \\              ||    _   ||           |
|           /'\\ =||=     /||__||  /'\\ ,._-_ =||=  < \, ||           |
|          || ||  ||      \||__|| || ||  ||    ||   /-|| ||           |
|          || ||  ||       ||  |, || ||  ||    ||  (( || ||           |
|          \\,/   \\,    _-||-_/  \\,/   \\,   \\,  \/\\ \\           |
|          ___             ||                                         |
|         -   ---___-      ||                   /\                    |
|            (' ||            _                ||                     |
|           ((  ||    ,._-_  < \, \\/\\  _-_, =||=  _-_  ,._-_        |
|          ((   ||     ||    /-|| || || ||_.   ||  || \\  ||          |
|           (( //      ||   (( || || ||  ~ ||  ||  ||/    ||          |
|             -____-   \\,   \/\\ \\ \\ ,-_-   \\, \\,/   \\,         |
|                                                                     |
|                                                                     |


SYNOPSIS:
Since the first intelligent creature walked the earth, they have desired to be
able to move more quickly from place to place.  The domestication of horses
and other beasts of burden have made it possible to move slightly quicker, but
long distance travel still remains a tedious and often dangerous prospect.

Over the course of the ages, the great mages have made studies of inter and
intra-planar travel, and many different ways of swift travel between points on
the earth's surface and indeed even between our own prime material plane and
the other planes of existence are now known to the wise.

Very high level spell casters (both clerical and arcane) have spells which can
carry them from one place to another instantaneously, but these spells have a
chance for (possibly fatal) error, which most clerics and mages find to be an
unacceptable risk.

It was discovered long ago that specially prepared portals could be
constructed that would make magical long-distance travel without error
possible, as well as making it possible for lower level casters or even those
with no magical ability at all to travel instantaneously from place to place.

There exist many types of magical portals throughout the multiverse.  Some are
very specialized, being a one-way or two-way portal between 2 specific places
(or planes).  Most of these have the magic bound to them in such a way that no
spell is required to activate them. Others are more general purpose.  These
general purpose portals can be used by spell casters to quickly move from
place to place by the use of a simple 1st level spell.

They can move from any portal to any other portal with which they are
familiar.

Each portal has a specific "aura," which can read and memorized by a spell
caster.  In order to do this, it is essential that the caster be physically at
the location of the portal in question.  Thus, a spell caster cannot transfer
to a portal to which they have never been before.

This limitation has meant that most spell casters only know of a few portals,
if any.  Needless to say, portals located within holds or fortresses are the
most closely guarded secrets, and are likely trapped to prevent the undesired
appearance of foes.

It is rumoured that SOME portals act both as special purpose AND general
purpose portals.

Travel via Transfer Portals is not without danger.  Most general purpose
portals are ethically aligned with their creators, such that persons of
alignment opposite to the creators will sustain serious injury by using the
portal.

 ------------
Category 12,  Topic 3
Message 131        Tue Jun 22, 2004
TCOMPTER [TheDM]             at 19:11 PDT

Oh, BTW, the above summarized treatise also made it clear that not only arcane
spell-casters could make use of this spell, but clerical also, if only they
knew to ask/pray for it.  :)


____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 132        Tue Jun 22, 2004
SYNDICOMM [Sheppy]           at 23:17 PDT

Well... the problem is, we don't know where that portal goes, so I'm not sure
if we can actually transport via it.  In addition, I can't take more than one
other person with me.  Although if we can get the clerics to learn it, we could
probably get everyone through.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 133        Wed Jun 23, 2004
TCOMPTER [TheDM]             at 04:16 PDT


<sigh>  I just noticed a typo in message 130 (The Treatise on the Theory of
Portal Transfer) which may confuse the meaning of the sentence.

In paragraph 7, this sentence:
"Each portal has a specific "aura," which can read and memorized by a spell
caster. "

Should be:
"Each portal has a specific "aura," which can _be_ read and memorized by a
spell caster."

(Kind of like an Intra-Planar location description, or IP address, for short
;)

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 134        Thu Jun 24, 2004
SYNDICOMM [Sheppy]           at 00:30 PDT

Still, since we don't know where any of these portals go, we can't actually use
them.  So I'm not sure what good Transfer by Portal will actually do us.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 135        Thu Jun 24, 2004
TCOMPTER [TheDM]             at 03:45 PDT


Mialee pondered:
> Still, since we don't know where any of these portals go,
> we can't actually use them.

A better way to put that might be: "Since we don't know where any of these
portals _are_ ..... "

Well, except 2, of course.
____   ___         _  _
.||he _||_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 136        Thu Jun 24, 2004
TCOMPTER [TheDM]             at 03:55 PDT

Of course, lest I lead you on in a direction unintended, I would agree that the
spell itself may not be something necessary for the completion of this
particular quest.

____   ___         _  _
.||he _||_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 137        Mon Jul 05, 2004
SYNDICOMM [Sheppy]           at 18:18 PDT

While winter intervenes, Mialee takes her new gem of charisma out to be set
into a bracelet of some kind.  Let me know what kind of prices she finds.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 138        Mon Jul 05, 2004
TCOMPTER [TheDM]             at 19:14 PDT

You're enjoying some leisure time in the City of Byrne, as the winter
descends.

Closer investigation of the Robe shows that it contains the following patches
sewn into the inner lining:

dagger (2)
Mirror, Large (2)
Pole, 10 ft. (2)
Rope, 50 ft coil (2)
Sack, Large (2)
Bag of 100 gp
Silver Coffer (500gp value)
Ladder, 24 ft. (3)
Scroll of Read Magic
Scroll of Mending
Window, 2 ft x 4 ft.
Rowboat, 12 ft.
Potion of Heal
Scroll of Leomund's Secure Shelter (UA 57)


A few notes on finances.

19621.65  Total gpv earned on the last adventure
 1100     bought more pearls
 2000     Bought more pearls for future use.

16521.65  Remaining balance to split / 7

 2360.24  New cash for each party member.

With the decision to keep the staff on full time, your prepaid salary for
James and the staff will run out at the end of the year.  After that, it will
be 150gp / month.

> While winter intervenes, Mialee takes her new gem of charisma out to be
> set into a bracelet of some kind.  Let me know what kind of
> prices she finds.

Well, that really depends on how much she wants to spend.  In order to get the
services of a decent jeweler that can make a mount secure enough not to lose
the gem, she'll need to spend at least 50 gp.  She COULD spend as much as she
likes for fancier settings.

Here's an estimate she gets from one jeweler (that Pengo recommended)
 50 gp: Plain copper bracelet
125 gp: Plain silver bracelet
200 gp: Fancy silver bracelet
225 gp: Plain gold bracelet
350 gp: Fancy gold bracelet
1500 gp: Plain Platinum bracelet

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 139        Mon Jul 05, 2004
SCHNORENBERG [Roger]         at 19:25 PDT


Flint tithes 500 gp to the temple of Moradin Soul Forger.
 ------------
Category 12,  Topic 3
Message 140        Tue Jul 06, 2004
TCOMPTER [TheDM]             at 11:02 PDT


> Flint tithes 500 gp to the temple of
> Moradin Soul Forger.

And his tithing is well appreciated.   :)


____   ___          _ _
.||he  ||_)ungeon  //\/\aster

 ------------
Category 12,  Topic 3
Message 141        Tue Jul 06, 2004
SYNDICOMM [Sheppy]           at 20:28 PDT

I think Icarius should wear the Robe.

As for the bracelet, Mialee figures she deserves something nice, so she'll get
her stone set into a fancy gold one for 350 gp.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 142        Fri Jul 16, 2004
TCOMPTER [TheDM]             at 11:28 PDT


A few days after you arrive back home, James approaches the group as you lounge
about the house, and says:

"Gentlemen, and my good lady elf; I understand that the garrison at the Keep of
Adlerweg took heavy casualties before you arrived.  My brother's son Edward was
among the soldiers there, and he is understandably anxious as to his fate.  Do
you have any idea if he was one of the survivors?"

____   __          _ _
.||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 3
Message 143        Sat Jul 17, 2004
SYNDICOMM [Sheppy]           at 23:04 PDT

Do we recall if Edward was a survivor?  I seem to recall that he was but I
don't remember for sure.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 144        Sun Jul 18, 2004
TCOMPTER [TheDM]             at 17:56 PDT

> Do we recall if Edward was a survivor?  I seem to recall
> that he was but I don't remember for sure.

From the log:
*** <DM> is now known as <SGTJones>
<SGTJones> My name
<SGTJones> is Sergeant Alan Jones.  This is Corporal Bob Smith, and the other
<SGTJones> men are Charles Shoemaker, Daniel Cooperson, Edward Smithson, and
<SGTJones> finally, Frederick Goldsmith. "
<SGTJones> "We are all that is left of the garrison of 20 men that had
<SGTJones> been stationed here.  At least as far as I know, noone else
<SGTJones> survived the assault."


____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 145        Mon Jul 19, 2004
SYNDICOMM [Sheppy]           at 10:11 PDT

I'm surprised we didn't notice Edward's last name, although I suppose we were
pretty busy at the time.

Mialee lets James know that Edward is fine, and fought bravely, helping to
defend and ultimately recapture the keep.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 148        Tue Aug 03, 2004
LUMITECH                     at 14:10 PDT

Marker post...
 ------------
Category 12,  Topic 3
Message 149        Sun Aug 08, 2004
KWS                          at 12:20 PDT

I met with my mentor, the master wizard Paulinus.  He was able to recharge the
magic missile staff, but naturally would like something in return for it.

Now, we could send in our nimble fingered hobbit friend to retreive it on the
sly, but I think Paulinus would be interested in one or more of the captured
spell books we've acquired.  I've written down all the spells I am capable of
learning, and have no use for any of the illusionist spells.

Paulinus collects magic books, and as a mentor is recharging the staff at a
lower cost than if it were done by someone else, so we would certainly get
more value by trading one or more of the books to him versus selling them for
cash at the wizard*mart.

Icarius.

 ------------
Category 12,  Topic 3
Message 150        Mon Aug 09, 2004
SYNDICOMM [Sheppy]           at 11:00 PDT

Mialee needs to look over the spell books and make sure she's got everything
she wants before we give one up.  Give her a little time to poke through them.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 151        Mon Aug 09, 2004
TCOMPTER [TheDM]             at 18:10 PDT


Icarius mentioned:
> I think Paulinus would be interested in one _or_more_ of the
> captured spell books we've acquired.

Probably more than one, and maybe all 5.  Their value (to a sage or mage) is
in the range of 1500-6300 gp, depending on the number of spells of what level.
In fact, here's a rough breakdown of what they would be worth, if sold
individually to different people:

Lavinia's       2700 g.p.
Karak's #1      1800 g.p.
Karak's #2      1800 g.p.
Xvart           2400 g.p.
Villa Library   6300 g.p.
              -----------
Total:        15,000 g.p.

Because of the redundancy of spells, they wouldn't normally be worth as much
if sold together.  Paulinus, being rather connected in the magic-using
community of Byrne, probably knows where he can sell the books he doesn't
need.

> He was able to recharge the magic missile staff,
> but naturally would like something in return for it.

In fact, as a master of his craft, he feels the service he performed is worth
somewhere in the neighborhood of 14,000 g.p., but he would certainly cut his
protege' a break.

Of course, he's also not in any rush, and would be willing to hold the staff
in reserve for you, until you came up with either cash or something else
suitably valuable.  :)

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 152        Wed Aug 11, 2004
TCOMPTER [TheDM]             at 13:52 PDT


While Mialee sits in a local tavern one day, sipping tea by the fire, she is
approached by a young male elf:  "Are you Mialee?"

Mialee cautiously admits that she is, and the elf says:

"I am called Hieulnor, and I bear tidings from your cousin Quenda, whom I met
in my travels several weeks past.  When I told her I was coming toward this
city, she asked that I try to find you to pass on a message. Her message to you
is this: 'Beware! the Greedy One is not dead!'  I asked if she would like to be
more specific, and assured her my memory was adequate to the task of a longer
message, but she insisted that what I've told you would be enough, and she
wouldn't say more."

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 153        Wed Aug 11, 2004
SYNDICOMM [Sheppy]           at 15:33 PDT

(At some point you'll have to let me know what that's about, Thomas :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 154        Thu Aug 12, 2004
TCOMPTER [TheDM]             at 06:05 PDT


Sheppy said:
> (At some point you'll have to let me know what that's about, Thomas :)

Oh, I think you'll find out soon enough.   (Hint: The answer is in this
TOPic...)

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 155        Thu Aug 12, 2004
SYNDICOMM [Sheppy]           at 08:15 PDT

Mialee finishes sorting through all the books and scrolls we've collected over
these past few months, and decides to transcribe the following spells into her
spell book:

Level 1: Transfer By Portal

Level 2: Levitate, Ray of Enfeeblement

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 156        Thu Aug 12, 2004
SYNDICOMM [Sheppy]           at 08:16 PDT

Of course, before doing the writing of spells, Mialee informs her compatriots
that Karak is not dead.

Looks like we have our work cut out for us.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 157        Sat Sep 04, 2004
TCOMPTER [TheDM]             at 18:43 PDT

...joining our merry band of adventurers, as they infiltrate the infamous Cham
Thieves' Guild:


Creeping quietly up the hallway after bribing the guards to disappear, our
heroes approach a door on the northern end.

> Pengo checks the first one on the left for traps.
<DM> DM rolls privately
*** Private roll: 1d100 -> 1
<DM> Pengo does find a trap.  It's the type that fires needles.  Cleverly, the
needles are in a different position than in the other door.
<Pengo> Can I open the door and avoid the needles?
<DM> You can try to disarm the trap.
<Pengo> I'll do that then.
> Pengo tries disarming the trap.
<DM> DM rolls privately
*** Private roll: 1d100 -> 73
<DM> While attempting to disarm the trap, Pengo sets it off.
<DM> Pengo, save vs poison.
*** Roll by Pengo: 1d20 -> 1
<DM> Pengo swoons and collapses to the ground.
<Icarius> drat
<Mialee> Flint, do you have a slow poison?
<Flint> Yes, if it's necessary, I am prepared to treat poison.
> Flint quickly slaps Pengo, and check to see if he's breathing.
<Flint> He seems to be fast asleep.
<DM>  No amount of shaking or slapping seems to wake him, but he is breathing.
<Mialee> Hm.
<Icarius> leave him and enter?
> Mialee peeks inside the room.
*** Roll by DM: 1d6 -> 3
<Mialee> (opening the door first)
<DM> You open the door and see three humans sitting on stools playing
    knucklebones.
<DM> They see you, and jump up, grabbing weapons.
<DM> They're all in leather armor, two of them are carrying long swords while
the other, a big burly fellow, carries a rather large battle axe.
<DM> Initiative:
*** Roll by DM: 1d6 -> 2
*** Roll by Mialee: 1d6 -> 5
<DM> Your shot.  Mialee and Flint and Mordin are in the room.
> Mialee slashes with the Defender at the nearest of the smaller guys.
*** Roll by Mialee: 1d20 -> 16
<DM> you hit.
*** Roll by Mialee: 1d8 -> 5
<Mialee> (I assume)
> Mordin immediately goes after the guy with the Axe, while Flint takes on the
other small one.
> Pengo lays on the floor.
> Mordin swings
*** Roll by Mordin: 1d20 -> 11
<DM> hitting
*** Roll by Mordin: 1d8 -> 1
<Mialee> That could have been better.
> Flint, attacking with his hand axe
*** Roll by Flint: 1d20 -> 17
<Icarius> let's finish these guys first
*** Roll by DM: 1d6+3 -> 2 + 3 = 5
<DM> They swing back, at Mialee
*** Roll by DM: 1d20 -> 8
<DM> at Mordin
*** Roll by DM: 1d20 -> 18
*** Roll by DM: 1d8 -> 1
<DM> Mordin takes 3 damage
<DM> at Flint
*** Roll by DM: 1d20 -> 15
*** Roll by DM: 1d8 -> 2
<DM> Flint takes 2

...to be continued...

 ------------
Category 12,  Topic 3
Message 158        Sat Sep 04, 2004
TCOMPTER [TheDM]             at 18:43 PDT

<DM> Round 2:  --------------------------------
<DM> Icarius and Jozlan have crowded into the room by now
<DM> Initiative:
*** Roll by DM: 1d6 -> 6
<Mialee> Magic Missile.
*** Roll by Mialee: 1d6 -> 3
<Jozlan> melee
<DM> at the guy you were fighting, Mialee?
<Mialee> No, forget it, I'll do melee too.
<DM> ok, they go first
<DM> at Mialee
*** Roll by DM: 1d20 -> 11
<DM> miss
<DM> at Flint
*** Roll by DM: 1d20 -> 17
<DM> hit
*** Roll by DM: 1d8 -> 3
<DM> at Mordin
*** Roll by DM: 1d20 -> 11
<DM> miss.  Your shots
*** Roll by Mialee: 1d20 -> 6
<Mialee> Oof.
*** Roll by Flint: 1d20 -> 10
<DM> hits.   d6
*** Roll by Flint: 1d6 -> 6
<DM> Flint's man drops!
*** Roll by Mordin: 1d20 -> 12
<DM> hits: d8
<Mialee> Woohoo!
*** Roll by Mordin: 1d8 -> 2
<DM> Mordin's blow brings his man down!
<Jozlan> aiming at the one Mialee was fighting
*** Roll by Jozlan: 1d20 -> 9
<DM> sorry you missed, but that is the only one left standing
<DM> ok.
<Jozlan> next round?
<DM> The remaining one curses.

...to be continued...

 ------------
Category 12,  Topic 3
Message 159        Sat Sep 04, 2004
TCOMPTER [TheDM]             at 18:44 PDT

<DM> Round 3:  --------------------------------
<DM> Initiative:
*** Roll by Jozlan: 1d6 -> 2
*** Roll by DM: 1d6 -> 5
<DM> the one that's left takes a jab at Mialee
*** Roll by DM: 1d20 -> 18
<DM> and hits!
*** Roll by DM: 1d8 -> 5
<DM> Mialee takes five damage: your turn.
<Jozlan> ok mialee:
*** Roll by Mialee: 1d20 -> 10
*** Roll by Flint: 1d20 -> 11
<DM> both hit
*** Roll by Mialee: 1d8 -> 4
<DM> The last one falls, on his face a look of disbelief.

> Jozlan drags pengo in the room, closes the door, and searches the bodies.
<DM> They have leather armor on,  and there are a few coins scattered on the
    floor, where it looks like they were playing at dice, or something.
> Jozlan snags the coins
<DM> it totals about 75 gp in value.
<Jozlan> not quite enough for the first guards, but not bad
<DM> hehe.
> Mordin takes an interest in the battleaxe the other guy was using.
<DM> It's of exceptional craftmanship
> Mordin hefts it, and takes a few practice swings, and likes what he feels.
> Mordin straps it on his backpack.

The group looks around the room.  After the heat of the short but fierce
battle, it seems unnaturally quiet.

Other than the knocked over stools, there isn't any furniture in the room,
though there are 5 hooks mounted in a row on the wall, possibly to hang cloaks
or other garments on.

They do see a large oaken door in the western wall, bound securely in iron.
There must be something interesting on the other side....


<DM> Current Hit Points:
<DM> -------------------
<DM> Flint   24
<DM> Mordin  20
<DM> Mialee  16
<DM> Pengo   20
<DM> Jozlan  18
<DM> Icarius 16


===========================

Join us on the 12th of September, to find out what is behind the iron-bound
door!   Visitors are welcome to com and watch, or-- if you'd like to get in on
the action, email the Dungeon Master at rpg@syndicomm.com

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 160        Tue Sep 28, 2004
SYNDICOMM [Sheppy]           at 13:35 PDT

I sure look forward to seeing the experience split for this latest adventure.
Pengo should level up, which is always fun.

Pengo wants to read the books he picked up on lock picking, costumes and
makeup, and the one that should increase his dexterity. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 161        Wed Sep 29, 2004
TCOMPTER [TheDM]             at 06:48 PDT

Sheppy mentioned:
> I sure look forward to seeing the experience split
> for this latest adventure.  Pengo should level up,
> which is always fun.

> Pengo wants to read the books he picked up on lock
> picking, costumes and makeup, and the one that should
> increase his dexterity. :)

I will try to get to the "cleanup" tonight, but if I don't make it, I'm afraid
it will be Sunday before I get another chance.

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 162        Thu Sep 30, 2004
TCOMPTER [TheDM]             at 21:12 PDT

Here's the new breakdown of experience from Our Winter of Discontent.

Name           Mialee     Icarius  Jozlan      Flint      Mordin   Pengo
Race            Elf        Human    Human      Dwarf      Dwarf   Halfling
Class        Ftr / M-U      M-U    Cleric    Ftr / Clr   Fighter   Thief
Level          4 \ 4         4        5        4 \ 4        5        6
Experience 12479 \ 11801   20404    25828  12529 \ 10716  20404    20404
x.p. to
next level  5522 \ 10700    2097    1673    5472 \ 2285   14597    22097

After doing the expected Detect Magic / Read Magic regimen, you discover the
following magical items:

BattleAxe +?
Leather Armor +? (smaller than Human size, already worn by Pengo)
14 quarrels +?,
Dagger +?,
Dagger+?(x3),
BroadSword +?
Shield +?
Slippers of ???
Jar of Sovereign Glue,
Vial of Oil of Slipperiness, ,
Leather Armor +? (human sized),
Leather Armor +? (human sized),
Hammer+?
potions (5)
Scroll of protection from illusions.
CLR Scroll: Remove Curse, Feign Death, Restoration.
MU Scroll: Melf's Acid Arrow, Whip


And the following non-magical items:
Gold Necklace (75 gp)
Platinum Ring (100 gp)
Uncut Gem(10 gp)
Jade Necklace(350 gp)
Gems(2885 gp),
Ruby from headboard (500 gp)
Books(600 gp)
Iron Signet Ring (2gp)
Curious Pendant (15 gp)

If you were to fence all the non-magical stuff, the party haul would be 6633
gp value, including all the coinage.

____  ____         __ __
.||he _||_)ungeon _//\//\aster




 ------------
Category 12,  Topic 3
Message 163        Thu Sep 30, 2004
SYNDICOMM [Sheppy]           at 22:23 PDT

Pengo settles down with the three books to start reading.  Lock-picking first,
then dexterity improvement, then the costuming one.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 164        Fri Oct 01, 2004
TCOMPTER [TheDM]             at 06:11 PDT



> Pengo settles down with the three books to start reading.
> Lock-picking first, then dexterity improvement, then
> the costuming one.

The first book is terribly interesting to Pengo, and includes some lock-picking
techniques he had never seen before.

The second book is big and dusty, and has two sheets of vellum stuck in the
back, written in a script that Pengo can't read. (growing up on the streets of
Byrne, it's a wonder he learned to read at all, but lucky for him, he had a
grandfather who raised him (before he hit the streets) who insisted that he
must learn, despite how much he protested the uselessness of reading. ;)

Anyway, Mialee cast a "Read Magic" on the pieces of vellum, and discovered that
they weren't stuck in the book by accident.  In fact, the book describes in
great detail certain exercises that must be done almost unceasingly for a
month, along with the application of certain special salves and ointments.  It
turns out that the two pieces of vellum are in fact magical "recipes" for
creating these unguents.  Between the book and the scrolls, you infer that
_each_ scroll will produce enough ointments for _one_ person to benefit from
the exercise regimen.  You also infer that this regimen would only benefit a
single person once.

The third book is really written for thespians, but there are several tips and
ideas for make-up and clothing that would just as useful for creating disguises
of various sorts.

____  ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 3
Message 165        Fri Oct 01, 2004
SYNDICOMM [Sheppy]           at 10:08 PDT

Does Pengo have any rolling to do to adjust his HP and other stats?  Also, how
does the lock picking book affect his numbers?

Mialee decides to investigate how much it would cost to create the
dexterity-improving agents.  Let me know what's involved.  Certainly we will
apply it to Pengo.

Anyone have an opinion on who else might benefit in particular from an improved
dex?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 166        Fri Oct 01, 2004
TCOMPTER [TheDM]             at 12:51 PDT

> Does Pengo have any rolling to do to adjust his
> HP and other stats?

Just his HP.  The other stats are straight level-based.

> Also, how does the lock picking book affect his numbers?

Well, let's just say that reading the book is part of the experience he gained
which made his chances of picking locks better.   IOW, in game terms, there is
no particular effect of reading the book.  :)

> Mialee decides to investigate how much it would cost to
> create the dexterity-improving agents.  Let me know
> what's involved.  Certainly we will apply it to Pengo.

It turns out that the ingredients are quite commonplace, and of negligible
cost.

____  ____          _  __
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 3
Message 167        Fri Oct 01, 2004
SYNDICOMM [Sheppy]           at 12:55 PDT

OK, Mialee concocts two doses of the dexterify stuff and gives one to Pengo,
who makes use of it as instructed by the book.

Who should use the other one?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 168        Tue Oct 05, 2004
TCOMPTER [TheDM]             at 07:48 PDT


> OK, Mialee concocts two doses of the dexterify
> stuff and gives one to Pengo, who makes use
> of it as instructed by the book.

> Who should use the other one?

You might find this info useful in deciding that:

Name    Dexterity
Mialee     14
Icarius    13
Jozlan      9
Flint      12
Mordin     11
Pengo      16 (now 17)

So the question to ask is, do you bring up the clutzy Jozlan, or try to make
someone else exceptional enough for some kind of bonus?

Hint:  Dexterity bonuses to AC start at 15.

____  ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 3
Message 169        Tue Oct 05, 2004
SYNDICOMM [Sheppy]           at 10:42 PDT

Well, bringing Mialee closer to the 16 to get a bonus when shooting her bow
would be good, but Joz sure could use some help...

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 170        Tue Oct 05, 2004
SYNDICOMM [Sheppy]           at 10:45 PDT

Well, Mialee would get get a 1 point improvement to her AC with the added point
of dexterity... hm.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 171        Wed Oct 06, 2004
TCOMPTER [TheDM]             at 13:23 PDT

A few days after your return to Byrne, as Pengo begins his month-long regimen
of training, you are summoned once again to the chambers of the baron.  Leaving
Pengo to continue his exercises, the rest of you answer the call.

You are led into the main hall, where you find Stephen Wingate (the baron)
sitting in his chair, flanked by Lord Darcy and Paulinus.  You beam with pride
as he lavishes praise on you for your work in Cham:

"You have done me a great service, and I am grateful.  Not only have you saved
the money that I owe to King William, but the streets of Byrne are safer from
the depredation of those bothersome troublemakers from Cham, at least for a
while.   In appreciation for saving the barony's tax monies, I hereby grant you
an exemption from all barony and city taxes for this year and the next five. "

"Of course, I still must now face the problem of how to get the treasure to the
King in time.  To that end, there is one other question I must ask you.  During
your liberation of the Keep of Adlerweg, did you happen to come across a tiny
model or replica of a chest?  My soldiers have searched high and low through
the place and have been unable to find it. My friend Paulinus assures me that
finding that small coffer would be the answer to my dilemma.  I would hate to
think it fell into the hands of the gnolls who had occupied the place prior to
your re-capture of it. "

The baron awaits your reply....

____  ____          _  __
.||he _||_)ungeon _//\//\aster



 ------------
Category 12,  Topic 3
Message 172        Thu Oct 07, 2004
SYNDICOMM [Sheppy]           at 22:34 PDT

We have that, don't we? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 173        Fri Oct 08, 2004
TCOMPTER [TheDM]             at 05:40 PDT

> We have that, don't we? :)

Yes, actually you do.  :)

____  ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 3
Message 174        Fri Oct 08, 2004
SYNDICOMM [Sheppy]           at 19:11 PDT

Well, I think we should hand over the mini-chest.  Any opposition? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 175        Mon Oct 11, 2004
KWS                          at 19:48 PDT

>Well, I think we should hand over the mini-chest.  Any opposition? :)

Might as well... we don't know what to do with it.

Kelvin

 ------------
Category 12,  Topic 3
Message 176        Tue Oct 12, 2004
SYNDICOMM [Sheppy]           at 08:00 PDT

OK... we deliver the mini-chest as a pleasant surprise. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 177        Tue Oct 12, 2004
TCOMPTER [TheDM]             at 14:40 PDT



After one of you runs back to the house to retrieve the tiny chest from Pengo's
stash of belongings, you present it to the Baron.  He seems very pleased, and
Paulinus is positively gleeful.

The latter takes it and leaves the room, pulling Icarius along with him.

The Baron turns back to you and says:

"I understand you've had another encounter with that scoundrel Karak...  He has
been a thorn in my side for many years.  He has made a career of challenging my
authority.  He raises goblin armies in secret to plunder my villages, and then
spreads unrest amongst the village peasants.

"Until recently, he was an annoyance that merely had to be contained.  I fear
though, that his power has now grown to the point where he may consider an open
challenge to my authority.

"I believe that this spring will witness his boldest move yet, but exactly what
form it will take I'm not sure. In any case, I'm hoping that your recent
experience will make you willing to consider assisting me yet again in ridding
us finally of this menace.

"In any case, I wish you a good day, and I'll keep you apprised of any
developments I feel you would have an interest in. "

He pauses, as if to wait for any questions you might have...

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 178        Wed Oct 13, 2004
SYNDICOMM [Sheppy]           at 19:22 PDT

(What time of year is it now?  I'm unclear on how long we've been home.)

Mialee asks the Baron, "Do you have any specific thoughts about how we can
approach eliminating the threat Karak brings to your lands?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 179        Thu Oct 14, 2004
TCOMPTER [TheDM]             at 09:43 PDT


Mialee asked:
> (What time of year is it now?  I'm unclear on how long we've been home.)

Today (as you talk to Baron Stephen) is the 27th of February, in the year 976
of the Mercian calendar.
You assaulted the thieves' guild of Cham on February the 21st, returning the
morning of the 22d.  After a few days of reading and identifying,  Pengo
started his dexterity-enhancing regimen on the 25th.

> Mialee asks the Baron,
>    "Do you have any specific thoughts about
>     how we can approach eliminating the
>     threat Karak brings to your lands?"

He answers:
"I've been pondering that since your return from Cham, but alas, I've not as
yet determined the best way to approach that as yet. He's a sly fellow, and
rarely stays in one place very long, and when he does, he quickly surrounds
himself with minions numerous and often hideous.

"He has been spotted occasionally in this barony, and also in the County of
Kent -- I'm not sure what his plans are to the west, but that is not my
concern.
 < http://homepage.mac.com/thomascompter/Mercia/maps/images/Map2Political.gif
>

"I know he has a fortress in the hills to the north -- I've sent scouts to
reconnoiter it for a possible assault, but few have returned.  Those that did
return reported being unable to find it for some reason.  It seems that he has
protected it from without with means arcane and mundane.

"As it is, I doubt he can be a serious threat before the spring thaw, but I
will tell you that I don't rest easy at night, knowing that he is plotting
insurrection against me and my King.

"Meanwhile, " he says with a sigh, "I have taxes to pay.  I shall consult with
my liege lord and my advisors and let you know if we determine any way in which
you might help.  We would, of course, welcome any ideas that you have."


____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 180        Thu Oct 14, 2004
TCOMPTER [TheDM]             at 09:44 PDT


Icarius, meanwhile, follows Paulinus through a confusing series of hallways,
flights of stairs and guarded doorways.  (Although Icarius was somewhat
familiar with the layout of the palace from his days as an apprentice, he has
never been in this section.)  They ultimately arrive at a large iron-bound
heavy oak door flanked by two guards.  Paulinus pulls a key from his robe, and
mumbles something under his breath.  Icarius sees a brief shimmer of light
surrounding the door when Paulinus incants. Finally, Paulinus unlocks the door.
He tells Icarius to wait a moment, and steps inside the room.

A moment later, Paulinus sticks his head out of the room, smiles at Icarius,
and motions him inside. Icarius steps into a large storeroom, rough wooden
crates and barrels lining the walls. There are bolts of cloth laying on top of
some of the crates.  In the middle of the floor are two large chests; one is
the chest you rescued from Cham, and the other is the large chest that you had
left at the Keep of Adlerweg.

Paulinus cautions Icarius not to touch anything other than what he is told.

"Help me transfer the contents of our old treasure chest to the new." he asks.

Icarius complies, and helps Paulinus transfer the thousands of gold and
platinum pieces and all those gems that you recovered from the thieves' guild
of Cham from the chest you rescued to the one that you had left behind.

As they transfer the contents, Icarius notices what fine workmanship went into
the latter chest.  Made of the finest teak, its fittings are all of platinum.

Once you are finished, Paulinus instructs Icarius to step back and stay quiet.
He locks the large chest, and places the key inside the tiny replica. He then
holds the tiny chest in one hand, while placing his hand on the large version,
and begins to incant.

His chanting goes on for about 10 minutes, at the end of which, Icarius sees
the large chest dissolve into a light mist, and finally disappear.

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 181        Sun Oct 17, 2004
SYNDICOMM [Sheppy]           at 00:10 PDT

Hm. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 182        Sun Oct 17, 2004
SYNDICOMM [Sheppy]           at 16:35 PDT

Mialee mentions that we found a secret back tunnel entrance into Karak's Keep
when we were there a couple of years ago.  Perhaps that's still there.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 183        Mon Oct 18, 2004
TCOMPTER [TheDM]             at 09:50 PDT


> Mialee mentions that we found a secret back tunnel entrance
> into Karak's Keep when we were there a couple of years ago.
> Perhaps that's still there.

"Ahhh, " says the Baron.  "That is interesting indeed.  If it comes down to
storming the place, that will be valuable intelligence."


"I know that he had occupied a tower in the middle of the woods up in the hills
to the north.  The scouts I sent to look for it reported getting lost in the
woods.  They said they were lost for days before finally stumbling out of the
woods near a village.  These were men who know their way around this barony."

"I fear that he has realised that he is being watched closely, and has somehow
magically concealed his fortress. "
 ------------
Category 12,  Topic 3
Message 184        Mon Oct 18, 2004
SYNDICOMM [Sheppy]           at 13:06 PDT

Mialee: Well, with luck, Karak doesn't realize that we know of that back
tunnel, and may not have hidden it so well.

Feel free to call on us if you have further need of our services.

---

How's Pengo's regime of training going?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 185        Tue Oct 19, 2004
TCOMPTER [TheDM]             at 09:14 PDT


> How's Pengo's regime of training going?

Well, he's 3 days into his 30 days.   :)
____  ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 3
Message 186        Mon Nov 22, 2004
SYNDICOMM [Sheppy]           at 09:25 PDT

How's Pengo's training regime going? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 187        Tue Nov 23, 2004
TCOMPTER [TheDM]             at 10:42 PDT

Sheppy asked:
> How's Pengo's training regime going? :)

Well, he's 4 days into his 30 days of training.
(Time is moving very slowly in Mercia, but it's bound to pick up now that the
DM is DONE WITH SCHOOL!  :)

____  ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 3
Message 188        Tue Nov 23, 2004
SYNDICOMM [Sheppy]           at 14:11 PDT

Woohoo!  Congrats!

I look forward to seeing what effect this stuff has on Pengo. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 189        Fri Feb 25, 2005
TCOMPTER [TheDM]             at 10:14 PDT


If you recall, we last saw our merry band of adventurers in conference with the
Baron.  The following day, (28 February, 976) a messenger delivers the
following invitationto their house in Byrne:

From:  His Excellency Sir Stephen Wingate, Baron of Stafford,
To: His loyal subjects Mialee of the Elves, Flint Deepdelver and Mordin of the
Dwarves, Jozlan, servant of Thor, and Icarius & Pengo Fleetfoot of Byrne,

Whereas ~

You have offered unceasing and unselfish service to this Barony since your
arrival in Byrne, and have successfully restored the baronial treasure to its
rightful place, and have earned the respect and trust of the coronet therewith,
it is our desire to present you to His Highness King William at the Royal Court
2 days hence.

(Given the short notice, we will indulge those of you who may be otherwise
committed on said day. )

Those who wish to accompany us will be at our palace gate at the 10th hour of
the clock  on the second day of March.

~Wingate~


With Pengo still fully engaged in his exercise regime, Jozlan in devout
meditation, and Mordin off drinking somewhere, Icarius, Flint and Mialee decide
to accept the invitation of the Baron....

____  ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 3
Message 190        Fri Feb 25, 2005
SYNDICOMM [Sheppy]           at 12:23 PDT

"Fleetfoot?" :)

His name is Pengo Strongfoot. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 191        Wed Mar 09, 2005
TCOMPTER [TheDM]             at 07:11 PDT

Icarius, Flint and Mialee have returned home to Byrne on the 3rd of March, with
their purses a little heavier, and their reputations a little weightier, too.

Coversation with their friends turns to that fascinating ointment that Mialee
cooked up, and deciding who can make the best use of it.  Pengo Strongfoot can
attest that he can already feel the effects of it in increased limberness, even
after a week of using it.

Mialee has determined that the efficacy of the ointment is likely to decline
over time (IOW, it doesn't have an unlimited shelflife, so use it or lose it),
so it has become somewhat important that you (as a group) decide who should
make use of it.

____  ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 3
Message 192        Wed Mar 09, 2005
SYNDICOMM [Sheppy]           at 13:13 PDT

I'm inclined to say that either Jozlan or Mordin, probably Mordin, should use
it.  The added dexterity would improve his AC, which can't hurt in our
front-line guys.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 193        Thu Mar 10, 2005
TCOMPTER [TheDM]             at 11:13 PDT


>  I'm inclined to say that either Jozlan or Mordin,
> probably Mordin, should use it.

Jozlan? Mordin? Do either of you fellas want the ointment?

____  ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 3
Message 194        Fri Mar 11, 2005
SCHNORENBERG [Roger]         at 21:59 PDT


>  I'm inclined to say that either Jozlan or Mordin,
> probably Mordin, should use it.

While I would be the first to jump at the oppertunity to raise a character's
stats, and it would be nice for Jozlan to get his Dex into double digits; the
only character that will see an immediate benefit in raising her Dex a point is
Mialee.  I think she should get the second one.

Roger
 ------------
Category 12,  Topic 3
Message 195        Sat Mar 12, 2005
SYNDICOMM [Sheppy]           at 19:25 PDT

I'd love for Mialee to get the added point, but I'm not convinced she'd be the
best one to get it.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 196        Tue Mar 22, 2005
TCOMPTER [TheDM]             at 06:33 PDT

From message 167:
> OK, Mialee concocts two doses of the dexterify
> stuff and gives one to Pengo, who makes use
> of it as instructed by the book.

> Who should use the other one?

<sigh>  I never thought it would be so hard to give stuff away.  :)

Ok, If you fellas really can't decide who should get the second batch of
ointment, I suppose I could engage in a little "Q"-like activity, and go back
in time and change the above to:

> OK, Mialee concocts a dose of the dexterify
> stuff and gives it to Pengo, who makes use
> of it as instructed by the book.

> What should we do with the other scroll?

That leaves you with the book (interesting to a collector, perhaps, but useless
in gaming terms by itself) and one scroll which can be used later when someone
(other than Pengo) needs/wants it.

Or someone could jump up real quick and say "I want it!"   :)

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 3
Message 197        Wed Mar 23, 2005
SYNDICOMM [Sheppy]           at 10:01 PDT

Mialee gets tired of all the back and forth and takes action, chugging the
potion and getting started on the necessary regime of exercises.

"Men! So indecisive!"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 198        Wed Mar 23, 2005
TCOMPTER [TheDM]             at 11:00 PDT

> Mialee gets tired of all the back and forth and
> takes action, chugging the potion and getting
> started on the necessary regime of exercises.

Umm, it wasn't a potion, you know, it was an ointment or salve, to be smeared
over the body before and after the special exercises.
(How does Ben-Gay taste, anyway?  :)
Luckily, Pengo grabs the jar before Mialee chugs it, and explains how it works.
 :)

____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 3
Message 199        Thu Mar 24, 2005
SYNDICOMM [Sheppy]           at 13:17 PDT

Well, dangit, whatever.  Mialee uses it. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 200        Mon Apr 04, 2005
TCOMPTER [TheDM]             at 20:40 PDT

While Pengo and Mialee slave away at their dexterity enhancing regime, Icarius
pays a visit to his mentor Paulinus, to discuss the recompense the latter
might require in order to give up the Staff of Magic Missiles.

Paulinus welcomes Icarius in, and to his question about the staff, he begs off
and asks that Icarius let him ponder that a bit more -- he might have
something in a few weeks.

"But while we're here, my friend, though you are my apprentice no more, I
still feel like your mentor, at least regarding your development as a mage.
To that end, since you have grown in power somewhat, I would like to teach you
some spells, such as you are just now ready to learn. "

He shows Icarius the following 3 lists of spells.


Alteration or    Divination or         Illusion or
Necromantic      Abjuration            Enchantment
-------------    --------------        -------------
Blink            Clairvoyance          Phantasmal Force
Fly              Clairaudience         Invisibility, 10 ft Radius
Haste            Dispel Magic          Suggestion
Water Breathing  Prot From Evil, 10'   Hold Person
Gust of Wind
Tongues
Slow
Feign Death


"Every mage should be well rounded in their knowledge of spells.   Although
some specialize in one school or another, I believe that practice limits one
in the long run.  I don't wish to overwhelm you, so please select 1 spell from
each list, and I shall endeavor to teach you its secrets. "

"Take your time; this is a difficult decision. Ask any questions you like. "


____  ____         _ _
.||he _||_)ungeon //\/\aster


 ------------
Category 12,  Topic 3
Message 201        Wed Apr 06, 2005
SYNDICOMM [Sheppy]           at 21:43 PDT

Wow, that sounds like a great deal for Icarius. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 3
Message 202        Thu Aug 11, 2005
TCOMPTER [TheDM]             at 09:32 PDT


Ok, fellas, I _think_ I have the character sheets up to date.  Please check
them out at
http://homepage.mac.com/thomascompter/Mercia/Characters/allchars.html and let
me know if I've missed anything.  (If you'd like a different color scheme for
your characters, just give me the 6-digit hex code for the background and text
that you'd like. :)

You've returned to Byrne just in time for the May Day festival. The city is
alive with people celebrating and carousing in the streets.  There is an
undercurrent of uncertainty, though, as the knights and soldiers of the Barony
prepare for the campaign season.  The rumors that Pengo has heard on the street
is that many of the common folk are worried about who will be levied into
service.

That doesn't concern you for the most part, though, as you settle back in, and
study the interesting things that you found on your journey.

After executing your SOP of detecting for magic on all items, and fencing...
err.. selling those items mundane in nature, you are left with a tidy little
sum of money that should carry you for a while.  James politely suggests that
you pre-pay the expenses for the house and staff for the next half-year, which,
flush with new cash, you have no problem with.

There were three items that you found to be magical:  A dusty brown cloak,
which you dug out of the pile of rags in the trolls' den, a warhammer, which
Jozlan wisely took for his own, and a wand quite unlike any that you've
encountered.

continued in next message....

 ------------
Category 12,  Topic 3
Message 203        Thu Aug 11, 2005
TCOMPTER [TheDM]             at 09:32 PDT



The wand is about 12 inches long, and  but instead of tapering off to a point,
this one is cylindrical, with a hollowed out concave surface on one end, and a
round knob on the other end, which can be rotated in both directions.  There is
a button about 2/3 of the way from the knob end to the concave end.
A combination of experimentation and several identify spells reveal the
following capabilities of this amazing device.

Firstly, pressing the button causes a shaft of nearly invisible, blue-white
energy to spring forth from its tip. This shaft of energy extends 4 feet, and
seems to act like a blade of incredible sharpness.  Three whacks slices through
a 4-inch diameter log, and the energy blade even saws through rock and steel,
although the process here is much slower, of course. It can be wielded with
either one hand or two if using it as a sword. After 10 minutes, the energy
field fades away.

Rotating the knob at the base clockwise creates an almost invisible barrier
which is virtually impenetrable.  It is immobile, and no spell short of
Disintegrate will affect it. Likewise, the barrier is not affected by blows,
missiles, cold, heat, electricity, or any similar things. Spells or breath
weapons (or air) will not pass through it in _either_ direction.

The orientation of the wand while the knob is turned determines the shape of
the barrier.  Holding the wand horizontally creates a straight wall 8 feet high
and 25 feet long.

Holding the wand vertically with the knob down creates a cylindrical wall 8
feet high and 8 feet in diameter.

Holding the wand vertically with the knob up creates a spherical hemisphere 11
feet in diameter.

The barrier thus created lasts for 20 minutes.

Your identification spells tell you that rotating the knob counter-clockwise
should also have an effect, but you cannot determine what that is, other than
the nagging suspicion that the name "Bigby" has something to so with it.

continued in next message....

 ------------
Category 12,  Topic 3
Message 204        Thu Aug 11, 2005
TCOMPTER [TheDM]             at 09:33 PDT


The cloak is even more mysterious.  It is fashioned of dark brown cloth, and
radiates both enchantment and alteration in equal proportions.

The cloak bestows upon its wearer a 90% probability of being invisible when the
wearer is stationary within a shadowy or dark place. The wearer is able to hang
upside down from the ceiling just as does a bat and maintain this same chance
of invisibility.

By holding the edges of the garment, the wearer is able to fly at 15b speed
(Maneuverability Class: B).

If so desired, the wearer can actually transform into an ordinary bat - all
possessions worn or carried will be likewise part of the transformation - and
fly accordingly.

However!  Flying, either with the cloak or as an ordinary bat, can only be
accomplished in darkness (either under the night sky or in a lightless or
near-lightless environment underground - any light stronger than a torch will
disable this function). Either of the flying powers is usable for up to one
hour at a time, but after a flight (either type) of any duration, the cloak
will not bestow any flying power for a like period of time. The cloak also
provides protection, just as a robe of protection, and this benefit extends to
the wearer even when he or she is in bat form.


____  ____         _ _
.||he _||_)ungeon //\/\aster


 ------------
Category 12,  Topic 3
Message 205        Thu Aug 11, 2005
SYNDICOMM [Sheppy]           at 09:47 PDT

Wow, that wand sounds excellent. :)

I think that cloak sounds like something our young rogue, Pengo, should make
use of.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 206        Fri Aug 12, 2005
TCOMPTER [TheDM]             at 08:25 PDT


> I think that cloak sounds like something our young rogue,
> Pengo, should make use of.

While I will certainly leave the distribution of loot up to the party, I would
point out that the robe's abilities are somewhat redundant in the case of
Pengo.

To wit:
a) Pengo can already hide in shadows, albeit not as well as the cloak would
allow.
b) Pengo's Ring of Feather Falling would be mostly unnecessary if he was
wearing the cloak.

Maybe some dickering is called for.  :)

(To that point, my general prohibition against lending/trading/swapping stuff
amongst the characters does NOT apply between adventures.  IOW, if you want to
trade stuff (or sell it), you can do so freely while in Byrne or another safe
harbor.  What I _don't_ like to see is magical stuff being passed around in the
middle of an adventure for convenience of the moment. {For one thing, it plays
havoc with my combat tables.} Of course there can always be exceptions in
extreme circumstances, too.)

____  ____         _ _
.||he _||_)ungeon //\/\aster
 ------------
Category 12,  Topic 3
Message 207        Fri Aug 12, 2005
SYNDICOMM [Sheppy]           at 20:55 PDT

Hm, that's a good point.  Maybe someone else should use the cloak then.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 208        Sun Aug 14, 2005
SYNDICOMM [Sheppy]           at 14:58 PDT

Mialess already has a nice cloak, although she'd be amenable to trading up if
nobody else wants the Cloak of the Bat, which just sounds really like something
she could have fun with.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 209        Mon Aug 15, 2005
TCOMPTER [TheDM]             at 07:46 PDT

> Mialee already has a nice cloak, although she'd be amenable to
> trading up if nobody else wants the Cloak of the Bat, which
> just sounds really like something she could have fun with.

Hey, sounds like some dickering is definitely in order.   And don't forget all
the stuff you still have stashed securely (?) at the house --
http://homepage.mac.com/thomascompter/Mercia/Characters/allchars.html  <== look
to the bottom of the page.

Also,  I know I'm missing some stuff on the character sheets.  Fellas, please
check them over carefully, and let me know what I'm missing.   Icarius; I know,
for instance, that you got 3 spells from Paulinus before you left on the last
adventure, but I'm not sure I remember which ones you chose:  I _think_ they
were Fly, Clairvoyance and Phantasmal Force, but I'm not sure.   (see msg 200,
this topic)


____  ___         _  _
.||he ||_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 210        Tue Aug 16, 2005
TCOMPTER [TheDM]             at 08:07 PDT


Remember, guys, the purpose of this topic is to continue play between sessions.
 Let me know what your characters are doing in Byrne as the weeks of May pass.
Are you praying, fasting, fighting, getting drunk, _writing_spells_, casting
spells?

Surely you can find something to do until an interesting opportunity arises.
:)

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 211        Wed Aug 17, 2005
SYNDICOMM [Sheppy]           at 06:40 PDT

Mialee sits down and pores over all the books and scrolls we have in our
collection...

Hey... we have "Find Familiar" in a scroll.  Where's that book from the villa
about familiars?  Wasn't the lack of a "Find Familiar" scroll a stopping point
there?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 212        Wed Aug 17, 2005
SYNDICOMM [Sheppy]           at 06:50 PDT

As for spells... what level is "Melf's Acid Arrow"?  I don't see it in the PH,
and I can't recall what level it is even though I used it in Neverwinter
Nights. :)

I'm fairly sure it's level 1 or 2.  In either case, Mialee would like to take a
shot at writing it into her book.

Everything else she's got a real interest in is a higher level, and it's safer
to wait until she can use them before writing them, since the odds of failure
are lower.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 213        Wed Aug 17, 2005
TCOMPTER [TheDM]             at 08:56 PDT

> Hey... we have "Find Familiar" in a scroll.

Actually in a Spell book -- which has a slightly different effect on its
usefulness.

> Where's that book from the villa about familiars?

Oops, that's something I need to add to the list. Consider it there.

> Wasn't the lack of
> a "Find Familiar" scroll a stopping point there?

Indeed it was.


> As for spells... what level is "Melf's Acid Arrow"?

2nd level

> I don't see it in the PH,

It comes from Unearthed Arcana.  I've put the description in topic 5.

____  ___         _  _
.||he _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 214        Wed Aug 17, 2005
SYNDICOMM [Sheppy]           at 19:04 PDT

Okay.  Mialee attempts to Write Melf's Acid Arrow and Find Familiar into her
spell book.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 215        Thu Aug 18, 2005
TCOMPTER [TheDM]             at 06:59 PDT


> Okay.  Mialee attempts to Write Melf's Acid Arrow and
> Find Familiar into her spell book.

She will have a 65% chance of being able to fathom the intricacies of Melf's
Acid Arrow, and since it's within her level, it won't be a problem to Write it.

Unfortunately, she just can't seem to get the hang of Find Familiar.  For some
reason, the 11 first level spells that she has already written into her spell
book are all that she can comprehend.

Of course, there may be other options...
____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 216        Thu Aug 18, 2005
SYNDICOMM [Sheppy]           at 12:08 PDT

Hm.  I forgot I was out of space for first-level spells.  That's going to be
interesting.  Not sure what to do now.

On the other hand, do I actually need to be able to cast Find Familiar more
than once?  Not really.

Can I cast it from the book?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 217        Thu Aug 18, 2005
SYNDICOMM [Sheppy]           at 12:16 PDT

OK, Mialee successfully wrote Melf's Acid Arrow into her spell book (woohoo,
more violent spells!).

Mialee wanders off to go see if she can talk to Paulinus.  She'd like his
advice on someone that might be able to help write the Find Familiar spell we
have in a book onto a scroll so she can cast it, since she can't cast it from
the book and can't write it into her own.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 218        Thu Aug 18, 2005
SYNDICOMM [Sheppy]           at 12:20 PDT

Mialee also decides to take a shot at learning and writing into her spell book
Invisibility.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 219        Mon Aug 22, 2005
SYNDICOMM [Sheppy]           at 20:48 PDT

Mialee has successfully learned Invisibility and has written it into her spell
book.

Having done so, she wanders off to find Paulinus to ask about getting Find
Familiar copied onto a scroll.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 220        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 08:10 PDT

> (Mialee) wanders off to find Paulinus to ask about
> getting Find Familiar copied onto a scroll.

You (Mialee) visit Paulinus, and he kindly declines, citing important business
he has for the Baron, but suggests you visit an old friend of his, who lives at
the city's one elven temple.  (The temple is located at T5 on the annotated Map
of Byrne)  His friend's name is Elrohir, and Paulinus is fairly sure that he
could help you.

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 221        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 12:09 PDT

Mialee thanks Paulinus, acknowledging his busy schedule, and goes to visit the
elven temple to seek help getting Find Familiar transcribed onto a scroll.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 222        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 12:16 PDT


You arrive at the location in the city that Paulinus has pointed out as the
elven temple, and see a large compound with a high (20 ft) wall.  The outside
of the wall is of smooth, polished stone, and you can see lots of vegetation
spilling over the top of the wall.  None of the vegetation extends more than 2
feet down the wall, though, as if it were carefully tended on the outside.  You
can see the top of a tall tree growing inside, even from outside the compound.

The main gate to the compound is of silvery metal, shaped and sculpted into
beautiful depictions of plant life.  Nevertheless, it seems rather firm.  There
is a silver chain dangling from the gate, with a small bell on the end of it.
Beyond the gate, you see a narrow arched passage 5 ft wide, 12 ft high, and 20
ft long.  At the end of the passage is what appears to be a courtyard, but
observation beyond is obscured by the lush flowering plants just on the other
end of the passageway.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster




 ------------
Category 12,  Topic 3
Message 223        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 12:22 PDT

Mialee gives the chain a gentle tug to ring the bell.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 224        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 12:23 PDT

You ring the small bell, and it makes such a light tinkling sound, you doubt
anyone besides yourself could hear it.  Nevertheless, a few moments after
ringing it, you are greeted by an elf in a long, flowing blue-green robe.
Around his neck is a silver chain, with a symbol of a silver arrow with green
fletching.

"I am Reolandir, how may I serve you?"
_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 225        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 12:27 PDT

Mialee curtsies politely, then says:

"I come to pay a visit to Elrohir; my friend Paulinus suggested he might be
able to assist me with transcribing a spell onto a scroll.  I would be honored
to speak with him."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 226        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 12:29 PDT


"Come this way" says Reolandir, as he opens the gate for you.

Passing through the gate, you find yourself in a lush garden, with flowering
plants blooming in every direction.  The inside of the wall appears to be
natural stone, and gives the impression of natural cliff walls, with blooming
flowers sprouting out of every niche.

Reolandir leads you down a narrow, twisting path, taking several turns at
various intersections.  The plant growth soon puts the walls of the compound
out of sight, and you realize that without a guide, you would be quickly lost
within this natural looking maze.   Nevertheless, the sweet aroma of the
flowers puts your mind at ease, and you can almost feel like you were in a
semi-tropical woods, miles from the nearest civilization.

You pass through a small open space, at the center of which is the trunk of a
huge tree.  Huge for being inside a city anyway.  Its branches, the lowest of
which is 30 ft above you, spread wide over the area.  Reolandir leads you back
into the maze of growth on one of the many paths leaving the small glade.  You
almost don't notice the archways of finely worked wood which begin to line the
path, but soon you find yourself in an area that could be called a great hall,
its walls of polished living wood, and ceiling formed of interlaced branches
arched high overhead.  The floor is soft grass. Sunlight still streams through
the branhes above you.

Along the walls, you see small alcoves with altars carved of exotic woods, and
engraved with beautiful patterns and designs.   Each one seems to have its own
theme, or motif.

Continued in next message....

 ------------
Category 12,  Topic 3
Message 227        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 12:30 PDT


Along the right wall, you see first an altar made of a seashell, with the
figure of a dolphin suspended over it in mid-leap.
Next is an altar with what seems to be a tiny cloud hanging over it.
The next altar is formed from a living tree. There is an elf cleaning and
polishing this altar.

Along the left wall, you see an altar with the symbol of a sun with
asymmetrical rays, followed by one with a golden heart, and finally a silver
arrow with green fletching.

At the far end of the chamber, there are 3 more altars.  On the right, a
carving behind the altar depicts a sun setting over mountains.

In the center is the largest altar in the place, with a Crescent Moon hung over
it.

On the left, there is an altar with three interconnecting circles laid out in a
triangle carved into it.  Sitting in front of this altar is figure deep in
meditation - his face is uplifted, as are his arms, and his eyes are closed.

Reolandir whispers to you: "I will leave you now. Respect the young one's
contemplation, he will be with you soon enough. "

With that Reolandir moves swiftly and silently out of the chamber, through a
passageway that you didn't notice as you came in.

As you wait, you study the "young" one's features - and they don't seem all
that young.   In fact, were it not for the pointed ears, you would doubt that
this person came from elven stock.  Although not sagged and wrinkly like the
countenance of most venerable humans, Elrohir's face clearly shows the wisdom
and wear of many years' experience.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 228        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 12:35 PDT

Mialee waits silently, walking as quietly as any elf can walk, admiring each of
the altars, without approaching the meditating elf.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 229        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 12:39 PDT


After about 15 minutes, the man's eyes open, and he lowers his arms.   Rising
deftly in one smooth motion, he approaches you:

"I am called Elrohir, and I understand you wish to speak to me.  How can I help
you? "

 ------------
Category 12,  Topic 3
Message 230        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 12:43 PDT

Mialee curtsies politely, and says:

"My friend Paulinus suggested I seek you out.  I have the spell Find Familiar
in a book and have need of a scroll of it.  I would like to ask your help in
transcribing the spell from the book onto a scroll.

"However, I couldn't help admiring the beauty of this place while you were
completing your meditations.  Could you tell me something of these altars?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 231        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 13:04 PDT

"I'll answer the second question first. Since we are such a long way from the
center of Elven civilization here, this temple serves all the gods of the Elven
Pantheon.

"Starting at the entrance are altars to Deep Seshelas  a god of  Oceans, sea
elves, creation, knowledge, underwater and sea elven beauty and  water magic.

"Next to that, with the small cloud, is the altar of Aerdrie Faenya  goddess of
Air, weather, avians, rain, and fertility.

"The single tree formed into an altar honors  Rillifane Rallathil, the god of
Woodlands, nature, wild elves, wild elves & druids.

"On the other side, you see a shrine to Erevan Ilesere the elven god of
Mischief, change, and rogues.

"The altar in the middle (with the golden heart) is dedicated to Hanali
Celanil,  goddess of  Love, romance, beauty, fine art and artists.

"Solonor Thelandira, the god of  Archery, hunting, and wilderness survival is
honored in the third shrine.

"The Setting sun indicates Labelas Enoreth, god of  Time, longetivity, the
moment of choice, and history.

"The largest altar, at the end here with the Crescent Moon, is dedicated to
Corellon Larethian, the most powerful god in our pantheon

"Finally, Angharradh is signified by the triple circles on this altar.

"I myself have devoted my life to learning  the ways of Angharradh, whose
province includes new life, both of plants and of creatures, and defense of the
defenseless and wisdom."

[  Editor's note:  more details can be found at
http://homepage.mac.com/thomascompter/Mercia/deities.html  ]

 ------------
Category 12,  Topic 3
Message 232        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 13:09 PDT

"Now to your second question. "

"In exchange for a suitable donation to the cause of Angharradh, I can help you
with your spellcasting, but before I do, I must make certain that you
understand the risks involved in summoning a familiar.  "

"Having a familiar can be very valuable to a mage, but it can also bring
unexpected danger.  Being bonded to another creature increases your life energy
whilst the creature is by your side, but should the creature die, you will be
stripped of twice the life energy that the bonding gave you. I have even heard
of some wizards dying along with their familiars, though this is not always
true.

"Furthermore, the creature will be utterly devoted to you, and always want to
be with you.  Should you send it away, or lock it up, it will pine for you, and
soon dwindle away and die.

"Although there is always an empathic link between you and your familiar, you
must understand that the creature that responds to your call will not be as
intelligent as even the slowest dullard found in the tap-rooms of this city.

"Oh, they will most likely be very intelligent for their species, and be able
to understand and respond to simple commands, but don't over-estimate their
initiative in matters other than self-preservation and protection of you.

"As to the advantages? There must be some, or the spell would never have been
written, eh?  Well, the aforementioned boost in life energy is very valuable,
and you will gain extra or stronger perception and sensory power, depending on
the type of creature that you summon.

"However, I hope you don't believe the common misconception that you can "see"
through the eyes of your familiar; that is simply not true.  What is true is
that you will have an empathic link, and should you choose to send your
familiar out as a sort of scout, you will be able to sense what they see,
filtered through their animal mind.

"One other piece of advice regarding the summoning.  The place you do it is of
utmost importance, since the spell will only draw creatures from within a
certain distance away.  If you perform the ritual inside the walls of the city,
for instance, you are likely to get a sewer rat for a familiar.  You must go to
the place most likely to have the sort of creature you'd most like to summon.

"Have you any other questions? "

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 233        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 13:12 PDT

"I'm afraid my knowledge of our gods is not what it ought to be; I left home
when I was quite young and never really learned as much as I'd like about our
people and their ways.

"I'd like to learn more about Corellon Larethian, whose sphere seems to cover
much of my way in the world.  Is there someone I could speak to?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 234        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 13:14 PDT

"As for familiars, I do understand, and I appreciate your insights.  I had not
previously known so many details of how they work, and I thank you for that
information.

"What sort of donation would be appropriate, do you think?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 235        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 13:29 PDT



> "I'd like to learn more about Corellon Larethian, whose sphere
> seems to cover much of my way in the world.  Is there someone I could speak
to?"

"I'm sure that my friend Felothas would be happy to talk to you at length about
Corellon, He isn't here today, but you can come back at some future date and
speak to him.  Meanwhile, if you like, I can lend you a book detailng the lore
of the Seldarine, which is how we refer to our pantheon."

"As to what would be an appropriate donation?  I'd say that 700 g.p. would be
greatly appreciated.  It just so happens that I have a scroll with that spell
inscribed in my library somewhere.  "

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 236        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 13:31 PDT

Mialee gladly makes the suggested 700 g.p. donation.

"I would be pleased to borrow the book so that I might learn more of the ways
of our people.  I feel a deep sorrow in my heart for my lack of understanding
of my own kind.

"I will certainly return at a later date to meet Felothas, so that I might
learn even more."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 237        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 13:54 PDT

While waiting for the scroll, Mialee says, "By the way, do you know where I can
find some elven armor?  My current gear is rather unseemly for an elf warrior."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 238        Tue Aug 23, 2005
TCOMPTER [TheDM]             at 14:32 PDT

Elrohir guides you out to the gardens, and to the clearing in the middle by the
tree, and asks you to wait for him.  He takes your donation and disappears down
one of the paths.

A few  moments later, he returns with a scroll case in his hand, and the volume
he promised you.

"I've also included some instructions for the preparations that you'll have to
make."

"I wish you luck and the blessings of Corellon and Angharradh on your
endeavor."

As he guides you to the front gate of the compound, he answers your other
question:


"Elven armor?  True Elven chain mail is very rare today, and as you know, not
even all elves are blessed with it.  In days of old, when the High Elven smiths
worked their magic, it was more common, but there are very few who even know
the secrets of its construction in these days.

"I know that some have been lucky enough to find elven chain mail in this or
that dragon hoard, but other than that, the only way I could imagine someone
could find it would be to perform some great service to King Thranduil, who is
reputed to have the few High Elven smiths still living in his court.
"However, just FINDING the court of Thranduil is a dangerous adventure, as the
silvan elves guard their borders very jealously. "

With that, he lets you out of the gate, and closes it behind you.
_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 239        Tue Aug 23, 2005
SYNDICOMM [Sheppy]           at 14:58 PDT

Mialee returns home with the scroll and the book, and upon arriving, settles
down to read the instructions as well as the book.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 240        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 12:55 PDT


Settling into a plush chair in the library, Mialee reads about the 1st god of
the elves:

The leader of the elven pantheon, Corellon Larethian (CORE-eh-lon
Lah-RETH-ee-yen), is said to have given birth to the entire elven race. Elven
lore states that the Fair Folk sprang from drops of blood Corellon shed in epic
battles with Gruumsh One-Eye, First Power of the Orcs.

The Creator of the Elves embodies the highest ideals of elvenkind, and he is
the patron of most aesthetic endeavors, including art, magic, music, poetry,
and warfare. He is venerated by all the Fair Folk, except the drow and those
who have turned to Lloth, Ghaunadaur, Vhaeraun, and other dark powers. Corellon
is especially popular with elf and half-elf mages, musicians, and poets.

Corellon's hands protect his creations with the gentleness of a sculptor and
the power of a master warrior. While other deities may reflect the joy,
delights, and accomplishments of the Fair Folk, Corellon stands as an
ever-vigilant watcher over them. His life spirit flows from and into the elves
and their lands, and while mortal elves enjoy daydreams and quiet
contemplation, Corellon never abandons his watchfulness. Corellon frequently
wanders the elven lands and borders in disguise (often in the form of one of
the diminutive sylvan race), observing the actions of priests and crafts folk
and defending elven homelands from interlopers. Omens to priests are revealed
in the form of falling stars, crystallomancy, sudden inspirations, and a
feeling of physical strength, alerting the priest to unexpected danger. His
avatar always appears wearing a sky-blue cloak, and a large amulet about his
neck which has a blue crescent-moon motif within a large circle.

Yet, while Corellon ever watches over the Elven homelands, he is eternally open
to learning. It is a typically elven paradox, that a god so versed in the arts
and crafts, and so wise, is always open to learning from mortals. Corellon's
might reinforces a genuine humility, and his humility is one of the sources of
his might.

Continued in the next message....

 ------------
Category 12,  Topic 3
Message 241        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 12:55 PDT


Corellon's role as an artist and craftsman is rooted in his love of life,
growth and abundance. His artistic creations frequently feature prominently in
Elven myth, and they usually have the properties of growth and emergence.
Corellon creates magical woodland mazes which reveal deeper secrets to those
who are guided to explore them, living sculptures of pure water, knowledge
revealing "illusions", and much else.

Clerics of Corellon always wear a blue Crescent Moon talisman. They tend to
wear a silver, platinum, or mithral circlet about their heads. They often wear
things of the color azure.

Clerics of Corellon are expected to serve actively in the defense and artistic
development of elven communities and to work to mediate disputes that arise
among the Fair Folk. In service to the Protector, many Corellite clerics serve
in the armed forces of their homeland, defending elf-claimed territories from
the relentless expansion of other races and training their fellow elves in
combat skills and magic. Others work closely with elven artisans and crafts
folk instructing them in the skills they need to create works of wondrous
beauty, as well as using their own creative talents in similar pursuits.
Finally, members of Corellon's clergy are often called upon to act as diplomats
and arbitrators between the various clergies, the various subraces of elves,
the various classes of elven society, and even between elven communities. While
few clerics of Corellon actually serve as rulers or councilors, many work
behind the scenes to ensure the smooth functioning of government.

The Clerics of Corellon also sponsor an order of Knights called The Fellowship
of the Forgotten Flower. Their task is to recover lost elven artifacts.

Alignment:  Chaotic Good
Domains:   Magic and elven magic (especially high elven magic), music, arts,
crafts, war, the elven race (especially good elves), poets, poetry, bards,
warriors
Symbol: Crescent Moon (waxing)
Known Worshippers: Elves, Half-elves, some human rangers and druids (few)
Raiment: Silver circlet, gossamer robes of azure hue
Preferred Weapon: Long sword, longbow
Holy Days: Crescent moon (waxing)

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 242        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 12:59 PDT

As fascinating as all that is, she is even more interested to learn about the
Find Familiar spell, so she then delves into the scroll and instructions
recently purchased from the elven temple, and also the Manual of Summoning
which the party found some time ago in the library of the Villa by the lake
near Berghof.

The manual reveals to her the means by which she can subtly alter the spell so
as to summon not one, but 3 potential familiars, from which she can choose the
one most preferred.

This is accomplished by altering and augmenting the material components
required for the spell.  (Even though this spell is being read from a scroll,
it still requires material components.  The additional components will bring
the cost of casting up to 300 g.p.)


_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 243        Thu Aug 25, 2005
SYNDICOMM [Sheppy]           at 13:18 PDT

Mialee eagerly obtains the components required, then returns to the elf temple
to return the borrowed book and to ask if the elves know of a portal that she
might make use of to ease her journey to Alderweg, in the vicinity of which she
intends to summon the potential familiars.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 244        Thu Aug 25, 2005
SYNDICOMM [Sheppy]           at 13:24 PDT

Mialee consults with Icarius, to see if he would like to join her on the trip
to Adlerweg, so that he might summon a familiar of his own.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 245        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 13:50 PDT

Meanwhile, Icarius has transcribed the Find Familiar spell from the captured
spell book into his own.

After several days of reading and shopping, Mialee returns to the Elven temple,
along with Icarius, and is welcomed back by Elrohir.

"My friend Paulinus has vouchsafed for your trustworthyness, so I believe it
would be permissible for you to make use of our portal. "

He guides you through the twisting maze of living plants, and to a secluded
corner of the compound where you find a small (15 ft diameter) clearing,
surrounded by some of the most vicious looking thorny plants you've ever seen.
In the center of the clearing is a smooth round stone, set deep into the earth.
Hanging from a branch is set of 3 circular chimes in a triangular arrangement.
You look around and you don't see the path from which you just emerged.

"When you return from your journey, ring these chimes, and someone will come
and show you the way out. "   He turns and the tightly packed bushes part in
front of him, and then they close back up around him.   You stand together on
the stone.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 246        Thu Aug 25, 2005
SYNDICOMM [Sheppy]           at 13:55 PDT

Mialee steps up onto the portal (presumably with Icarius in tow) and calls to
mined the aura of the portal at Adlerweg, then casts her memorized Transfer by
Portal spell.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 247        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 19:19 PDT


Icarius steps onto the stone when he sees Mialee disappear, and utters the
words of the Transfer by Portal Spell, and the ground drops underneath him, as
the dizzying effects of the spell take him away.

A moment later, Icarius arrives in the room that is somewhat familiar, yet
strange.   First he notices that Mialee is in prone on the ground in front of
him, then he notices that the room is full of a smoky gas.... just about that
time he slumps to the ground next to Mialee, fast asleep.

Mialee and Icarius awaken to the sight of several guards holding weapons to
their throats, .with several reinforcements holding spears behind them.

Apparently one of them recognizes our heroes. He approaches, and says: "Well
met, my friends!"
Mialee and Icarius recognize him as Edward Smithson, one of the guards they
had rescued several months earlier.

<Mialee> Greetings!  Are things well here in the keep?
<Edward> "Yes, things are well. What brings you here?
<Mialee> We come on a small personal errand, nothing more.  You're being quite
vigilant!
< Edward>  Things are still dangerous out here, and we must be careful, but
friends such as yourselves are always welcome.
<Mialee> Well, we appreciate the kind welcome. We have a need to travel
outside the keep briefly.
<DM> Edward dismisses the other guards, and leads the way to the front gate,
along the roadway.
> Mialee and Icarius follow.
< Edward > "We're having evening mess at the 18th hour, should you wish to
join us then. "
<Mialee> Your offer is most kind.
<DM> You look out at the valley, and the mountains, and feel somehow
refreshed.
<Mialee> We shouldn't be too long. Thank you.
Mialee walks off away from the keep, toward the valley.
Icarius follows, admiring the view
Mialee walks, hand on her sword just in case, but generally admiring the
scenery and enjoying the fresh air.

They eventually find a quiet and tranquil spot to cast their spell.  Icarius
proceeds first.  He fires the brazier, casting the herbs and spices and other
components of the spell into the flames.

He begins to chant, as the smoke from the brazier rises into the air and
disperses.

An hour passes, and Icarius continues to chant.

Continued in the next message....

 ------------
Category 12,  Topic 3
Message 248        Thu Aug 25, 2005
TCOMPTER [TheDM]             at 19:20 PDT

Another hour passes, and two woodland creatures approach the flames, a screech
owl, and an ermine.  Icarius is struck with the beauty and elegance of the
grey bird, and instantly strikes up a rapport with it.   The ermine, with a
wistful look on its face, trundles away.   Icarius cuddles the young bird and
slips into a trance, cooing softly.


Mialee begins her preparations.  After preparing and firing the brazier,
Mialee begins her chanting, reading from the scroll she bought from Elrohir.

Hours pass, and Mialee continues her chanting.   Finally, out of the corner of
her eye, Mialee spies the approach of a smallish cat-like creature.  Its tail
is only 4 inches long, black, tipped in white, with long legs and large paws.
The creature appears to be a youngling of its species,  but Mialee estimates
that it will eventually grow to 15 lbs.   It growls so deeply, that Mialee
could imagine that it was a mountain lion if she closed her eyes.  Its fur is
dark rust colored.

Mialee is overcome with affection for this wild child of the wilderness.  It
seems to epitomize the wild independence that Mialee feels in her heart.

The Bobcat growls softly as it rubs against her leg, and Mialee is convinced
that this creature is an extension of herself.

Hours pass, and eventually Icarius becomes aware of the time, and suggests
that they be on their way.

The 4 of them return to the Keep of Adlerweg, and join the company of soldiers
manning the keep for dinner.   Edward mentions in passing that the keep is
constantly being threatened by hobgoblin raids on the supply trains
resupplying the keep.

After dinner, Mialee and Icarius bid their hosts farewell, and return to the
octagonal room housing the transfer portal.  Within minutes, they find
themselves back in the garden of the elves in Byrne.

After ringing the chimes, as they had been instructed, they are welcomed by an
elf with a blue crescent moon amulet around his neck, who shows them the way
out.

Mialee and Icarius make their way home with their new familiars, fairly
floating in their newfound relationships.


 ------------
Category 12,  Topic 3
Message 249        Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 08:27 PDT

Mialee names her new friend Voronda and introduces her to the rest of the
party.

What sorts of things do I need to know about now that I have her? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 250        Fri Aug 26, 2005
TCOMPTER [TheDM]             at 09:08 PDT


> What sorts of things do I need to know about now that I have her? :)

For one thing, you'll have to spend more time outside the city gates, to let
her hunt for food. She likes to do that around dawn or dusk.

(Icarius has it easier with his new friend, since he can let it fly over the
city walls when it wants to hunt. Actually, the Owl might find enough rats to
eat inside the city  :)

You can see a picture at:
http://en.wikipedia.org/wiki/Image:Bobcat-snow.jpg

A larger version is at:
http://www.gowallpapers.com/walls.aspx?cat=Animals&id=8

You'll have to keep her under strict control while in the city, because her
natural instinct would be to attack and eat small dogs, chickens and other
small mammals that might be encountered in a city.

She has bonded to you, but not other people, so she might be a little unruly
around other people too.

She'll grow to about 15-18 lbs, so she won't be a sitting_on_your_shoulders
type of familiar.

In game terms, she has 5 h.p. (which you share while within close proximity to
her)

She attacks with claws and a bite, doing 1, 1, and 1-2 damage.  Note that she
is not an attack dog, and will probably only fight to defend Mialee and/or
herself.

Anything else you need to know?

Icarius?  Got a name for your new friend?

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 251        Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 09:16 PDT

Will Voronda's HP and/or attack damage change over time as she grows and
matures?

Mialee starts taking long walks outside the city gates with Voronda by her
side, enjoying the scenery and talking to and petting Voronda when she's not
busy stalking prey.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 252        Fri Aug 26, 2005
TCOMPTER [TheDM]             at 09:38 PDT



> Will Voronda's HP and/or attack damage change
> over time as she grows and matures?

 See topic 5, msg 46.
_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 253        Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 09:48 PDT

In between walks, Mialee works with Voronda, trying to train her the best she
can to behave herself among ordinary people.

The emotional bond between us... how much actual communication is possible?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 254        Fri Aug 26, 2005
TCOMPTER [TheDM]             at 10:07 PDT


See topic 5, Msg 49

_____  ___         _  _
.||he  _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 3
Message 255        Fri Aug 26, 2005
SFAHEY                       at 14:38 PDT


> Icarius proceeds first.  He fires the brazier, casting the herbs and spices >
and other components of the spell into the flames.

11 Herbs and Spices? Is he summoning fried chicken? Sorry... I'll pay for that
one later, me thinks.
 ------------
Category 12,  Topic 3
Message 256        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 07:56 PDT

Mialee makes a trip out and buys magic ink to be sure she has some.

She also continues taking long walks with Voronda, communing with her and
honing their bond.

She also still wishes she had some nice elvish armor, but there continues to be
nothing she can do about that...

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 257        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 08:57 PDT

Mialee decides to buy six more spell levels worth of ink.

She also decides to shop for a second spell book while she's at it.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 258        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 10:21 PDT


When Mialee inquires about spell books, the shop proprietor chuckles and
reminds her that a Spell Book is special, and must be created by the person who
plans to use it, out of frightfully expensive materials.  The shop owner would
be glad to sell Mialee the materials, but reminds her that the manufacture will
take several weeks.

The materials for a standard book will cost 1000 g.p., while those for a
traveling book will be 500 g.p.  A traveling book can hold up to 6 spells of
1st to 3rd level, while a standard book can hold up to 24.

Mialee notes that she has room for a few more spells in her standard book,
which can hold up to 24 1-3 level spells.

(DM. Note:  Icarius, OTOH, has completely filled his first standard book.)

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 259        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 10:23 PDT

One night in late June, Pengo finds himself restless, lights a lamp and goes
downstairs for a drink of water, long after the others have gone to sleep.

>DM Rolls d%...

... he hears a slight sound coming from the living room, and wonder if a rat
has found its way into the house.  ("Not likely, with Mialee's and Icarius' new
pets" he thinks, "But better to be sure, before they get into the biscuits!")

Holding the lamp aloft in front of him, Pengo descends the rest of the way into
the living room, peering into the semi-darkness.  He sees the dark shadow of a
humanoid form standing quietly by the fireplace.  "Hello, my halfling friend."
says a voice from the past.

Pengo gulps as the dark-skinned form moves silently into the circle of light
cast by the lamp.

            !  Vlix Vyarin had returned  !

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 260        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 12:14 PDT

Pengo: "Hey.  Where you been, Mr. Drow?  And what do you mean, sneaking in like
that?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 261        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 12:37 PDT


Vlix responds:

"Rather than explain it to you, and then explain it to everyone else, why don't
you see if you can rouse your compatriots, and ask them to join us down here. "
 ------------
Category 12,  Topic 3
Message 262        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 13:00 PDT

Pengo ventures upstairs and rouses the other members of the party, letting them
know that Vlix has returned, and suggesting they come downstairs to find out
what's been going on with him.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 263        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 13:02 PDT

When the company has gathered together, Vlix explains:

"I apologize for slipping in here in the dead of night without an invitation,
but no one in Byrne but you know me, and I'd rather keep it that way."

"As for why I have returned -- well, that will require some explanation.  I
hope you have a few moments to spare."

"Since I left you some time ago outside the Chapel of Silence, I've wandered
extensively through Mercia and Antir, and the wild borderlands beyond.  One
day, while in the hills of the Northern March, I found myself hard pressed in a
ahh, 'violent disagreement' with a dozen gnolls and a half-dozen hobgoblins. "

"I thought my time had come when I heard a disturbance at the back of the pack
surrounding me.  The foolish gnoll directly in front of me heard it too, " Vlix
sneers,  "and stupidly turned around to see what it was, just before my dagger
found the base of his spine... but I digress... "

" The pack of gnolls was suddenly in chaos, finding a foe behind as well as in
front.  The hobgoblins, after two of their number had lost their heads in rapid
succession, panicked and fled.   The gnolls stayed and put up a fight, but it
didn't last long.   The human that had intervened on my behalf quickly earned
my respect with the zeal with which he slew the creatures.  I've rarely seen
such ferocity in humans, outside of the barbarians of the north.  Within
minutes, all of the creatures lay dead at our feet. "

Continued in next message...


 ------------
Category 12,  Topic 3
Message 264        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 13:03 PDT


"He introduced himself as Owen Shea, and like yourselves, didn't seem put off
by my appearance as most people are.  As much as I hated it, I owed this man my
life, so I accepted his offer to travel with him for a time.   We soon found
that our complementary skills made a powerful combination, and so we traveled
together until he returned to the City of Lethbridge, where his master lived.
That's where we parted.  That was six months ago. "

"2 days ago, I was surprised to find that he had tracked me down in Kendall,
where I've been, ahhh, 'working' for the past few months.   He asked for my
help, and the thought of the reward which he offered in the Duke's name was
tempting.  Besides, I was beginning to attract a bit too much attention in the
wrong circles in Kendall."

"However, when Owen  explained the nature of the problem, I realized that it
might be too dangerous a venture for the two of us to attempt on our own.   He
was hesitant to delay, but when I told him of a group of stalwart adventurers
that would most likely be willing to help for a suitable reward, he suggested
that I fetch you while he continued the pursuit."

"We agreed on a secret code whereby he could leave messages as to his location.
 He took one of the Duke's carrier pigeons with him on a ship bound for the
south while I killed 2 horses getting here. "

"Knowing the importance of details, I committed Owen's tale to memory, word for
word.  I will therefore tell his tale to you exactly as I heard it:"

Continued in next message...


 ------------
Category 12,  Topic 3
Message 265        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 13:03 PDT

(I know we have another issue ongoing, but fit this in as appropriate):

Mialee decides to make two new traveling spell books, into which she intends to
write the following spells:

Book #1
-------
Magic Missile
Web
Melf's Acid Arrow
Sleep

Book #2
-------
Transfer By Portal
Invisibility
Knock
Levitate
Detect Magic
Read Magic

Let me know when you'd like me to roll for how long they take to create, and I
presume I need to roll for each attempt to Write one of these spells?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 266        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 13:19 PDT

Stay tuned, while we pause for magic book identification...

We'll assume you've had just enough time to do that before the arrival of Vlix,
but it requires another bottle of ink, and now you are completely out of that
precious substance.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 267        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 13:20 PDT

OK... let me know if you need any rolls.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 268        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 14:20 PDT


Owen's Tale:

"I was accompanying His Grace the Duke of Lethbridge and his daughter Lady
Elannie from Lethbridge to Kendall, where they were to participate in a
betrothal ceremony between the young maiden and the son of the Duke of Clywd.
They were to be married two years hence, once she had reached womanhood."

"We traveled in a ceremonial ship down the Anduin River and across the Sea of
Gearnat.  The Anduin River route provides the quickest and easiest passage from
Lethbridge to the Royal Court at Kendall."

"We were within sight of the Bay of Kendall when we were attacked by pirates of
a most audacious and vicious nature."

"A small ship bearing the standard of Gaent approached ours at a corner angle,
at a distance that would have them pass behind us, and at first, thinking them
to be friendly allies, we all waved greetings to the men on the other ship.
Lady Elannie and her six handmaidens were especially jubilant in their hand
waving, this being their first time at sea, where everything was new and
exciting for them.

"Suddenly, a gust of wind came from nowhere, and propelled their ship at a
frightening pace towards ours."

"It was then that we saw the large ram on the prow, and saw that their intent
was to ram us amidships."

"Our ship was manned by 3 dozen sailors and men-at-arms, so we felt prepared
for the boarding party that we fully expected."

"When the impact came, the Duke's wizard was knocked clear off the forecastle
and into the water, in the middle of his incantation. "

"The attackers had hit their target perfectly, opening a huge hole below water
level, and cracking the center beam of the ship."

"We soon saw that the ship was doomed to sink, so we put the ladies in a
longboat with two sailors, lest they be caught in the vortex of the ship's
sinking."

Continued in next message...



 ------------
Category 12,  Topic 3
Message 269        Wed Aug 31, 2005
TCOMPTER [TheDM]             at 14:21 PDT


"Oddly enough, the enemy sailors were fighting us just hard enough to give
their fellows room to clear their ship from ours, and once the latter had, the
former retreated to the safety of their ship, and left us to sink."

"We were confused as to the reason for the attack then, since no booty was
claimed, and no one of rank was injured or captured.  "

"We were flying the Ducal standard, you see, and so we naturally thought that
the target of the attack was either the treasure chest that we had brought
along as a partial dowry, or the Duke himself. "

"Imagine our horror, then, as the ship sank under us, that we spied the
longboat, which was pulling for shore as fast as the two sailors could row.
They were 100 meters away when 5 loathsome creatures of the deep arose from the
water and capsized the longboat in one swift motion."

"The creatures were a disgusting combination of man and fish, with webbed
hands, scaly fins and sharp teeth.   We watched helplessly as they grabbed the
ladies and, holding them up out of the water, propelled themselves toward the
pirate ship at an amazing speed."

"The pirates hauled the ladies up onto their deck, and turned for the south.
There was nothing we could do but swim for shore.   Luckily, enough wreckage
from our ship was still floating that only 2 of the men drowned. "

"When we got to Kendall, the Duke went to see the King, of course, and I came
looking for you, Vlix, having heard that you were here.   My intention is to
set sail as soon as a ship can be arranged, and go after the women, and I'd
appreciate having a dependable blade at my side. "

---------------------------

Vlix opens his eyes, and looks over the group.

"Thus did Owen tell me his tale. I am here, then, to request some assistance of
you.   Some of you might consider this a noble task, and some of you might just
consider the reward, which is apt to be fair.  In any case, we must leave by
tomorrow,  or we will have no hope of catching up to Owen.  As it is, I don't
know how we can return to Kendall in a timely manner.  As I said, 2 horses fell
under me on my way here, and I don't know how we are to find swift return
transport for so many."

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 270        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 14:30 PDT

Mialee says, "I'd be glad to help," as she strokes Voronda's head.

Perhaps there's a portal in Kendall?  Perhaps Paulinus would know?  If not, I
can ask the elves at the elvish temple.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 271        Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 14:39 PDT

Mialee explains to Vlix that we now have access to a few portals that allow us
to quickly teleport from one place to another.  We just need help the first
time, since we can't get to a portal we haven't been to before.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 272        Thu Sep 01, 2005
SFAHEY                       at 08:34 PDT

Vlix says:

"We have precious little time. If you are all willing to join me, then we must
prepare immediately and depart as soon as is possible. I believe he may have
gone on ahead into the unknown to scout the way for us and I fear my friend
Owen may be in desperate need of our help!"
 ------------
Category 12,  Topic 3
Message 273        Thu Sep 01, 2005
SFAHEY                       at 08:37 PDT

Vlix finds a chair and sits to rest.

"Unless you have further questions, I need to rest a little while before we
depart and prepare myself. I will meditate here until all is ready, then we can
journey to these portals you mentioned. Please make haste!"
 ------------
Category 12,  Topic 3
Message 274        Thu Sep 01, 2005
SYNDICOMM [Sheppy]           at 08:44 PDT

Mialee leaves the house in the morning, asking Voronda to please wait for her
at home, and visits the elf temple, where she rings the bell so she can ask if
there's any possibility of getting help getting to Kendall via portals.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 275        Thu Sep 01, 2005
SYNDICOMM [Sheppy]           at 13:01 PDT

Pengo suggests that while Mialee is out, Icarius might try casting Identify on
some of the items we've collected, to try to get some idea what they do.

The slippers, in particular, may be of interest.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 276        Thu Sep 01, 2005
SYNDICOMM [Sheppy]           at 13:03 PDT

Pengo also suggests that Vlix might like to take one of our magic suits of
leather armor, and we might take one along for Owen, since Vlix says he could
use it.

Owen might also make good use of the magic shield, the Cloak of the Bat, and
possibly one of the magic blades we have.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 277        Thu Sep 01, 2005
SFAHEY                       at 14:30 PDT

Vlix nods his approval and makes the following offer:

"I will trade my share of any coin we may earn from the Duke's reward in
exchange for the Cloak of the Bat. As to Owen and I, we could both use a good
set of leather... and I will pay to have them identified or attempt to identify
them myself if possible."

Assuming the identification is OK at the DM's discretion, Vlix will either do
it himself (if the resource components and time are available), or find someone
else to do it if it would be more expedient and affordable.
 ------------
Category 12,  Topic 3
Message 278        Thu Sep 01, 2005
SYNDICOMM [Sheppy]           at 19:50 PDT

Pengo certainly thinks that's more than fair.

Mialee's still out on her way to the elf temple. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 279        Fri Sep 02, 2005
TCOMPTER [TheDM]             at 08:10 PDT


Mialee is greeted at the elven compound by an unknown elven cleric, who guides
her to the tree in the center of the compound, and asks her to wait.  After 15
minutes or so, Mialee is surprised to see not only Elrohir, but also Felothas,
the Cleric of Corellon Larethian emerge from one of the trails through the
dense underbrush.

After Mialee explains Owen's story, and the dilemma facing the party, Felothas
nods and asks:
"Please tell me: who you are planning to take on this journey with you?"

(Mialee gets a strong sense that Felothas is really asking "What sort of
creatures do you expect us to allow you to defile this sacred ground with?")

"After all, " he says, "the mysteries resident here are not for all to know."
He gives Elrohir a stern glance, which Mialee takes to mean that Felothas
didn't really approve of Elrohir allowing Icarius inside the walls, either.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 280        Fri Sep 02, 2005
TCOMPTER [TheDM]             at 08:11 PDT

Meanwhile, back at the ranch...

Icarius shakes his head at Pengo and Vlix.  "Pengo, " he says, "you should know
by now that magically Identifying the magical properties of something takes at
least a full day, after which I would need a day of rest.  If we are to leave
in a hurry, I'll not have time for that.  Of course, there's nothing to prevent
you from trying to determine what they're good for. :) "

"As to the Leather Armor we have, Vlix; Mialee and I have already Identified
it, and determined that both are magically enhanced, how much is uncertain, of
course, although one suit did have a stronger magical aura than the other.
Neither seemed to have any special properties."

[DM note, for those that might not have been involved in the campaign when I
mentioned this: Players will (hopefully) never know the EXACT magical bonuses
of any weapons or armor. Gotta keep the mystery in there somehow.  :) Just let
me know who is going to use the "stronger" of the two sets of Leather ]

James, who with the other servants is assisting you in preparing for departure,
gathering up and packing various items,  pulls out the leather armor and shield
that was earmarked for Vlix and Owen.  He holds up the strange cylindrical wand
that you recently aquired, and asks: "What shall I do with this? "

He then asks:  "Will anyone be taking any of these items? " and points out the
following:

4 Magical Daggers, one a little more magical than the others.
a magical Broad sword  (with which no one is proficient)
a magical Hammer

Scrolls:
MU Scroll: Whip
M-U scroll: FireBall, Hallucinatory Terrain.
Illusionist Scroll: Magic Mouth, Dispel Illusion, Illusionary Script (Note:
there are no Illusionists in the party)
Cleric Scroll: Imbue with Spell Ability (UA38)
Cleric Scroll: Dust Devil, Enthrall, Magic Stone and Endure Heat/cold
Potions:
                           Quantity
Longevity                     1
Flying                        1
Jar of Sovereign Glue         1
Vial of Oil of Slipperiness   1

"Whose bag should I pack them in? and--- which items will you leave behind?"

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 281        Fri Sep 02, 2005
SFAHEY                       at 11:03 PDT

Assuming there is no argument, Vlix will take up the Cloak of the Bat and the
lesser leather armor. The stronger set, he will give to Owen, as well as his
sling and stones.

"I'm pretty handy with melee AND throwing daggers..." says Vlix pointedly.
 ------------
Category 12,  Topic 3
Message 282        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 11:50 PDT

Vlix can take what he wants weapon-wise, I think, and whatever he thinks Owen
could use.

Mialee takes the wand.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 283        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 11:55 PDT

Or she will when she returns from the elf temple.

To the elves, Mialee says, cautiously, "Our regular party needs a quick route
to Kendall.  I understand the need for security, and I think we would be more
than willing to take precautions.  For example, we could render members
unconcious for the duration of their passage through the temple and gate, if
that would make you more comfortable.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 284        Fri Sep 02, 2005
TCOMPTER [TheDM]             at 12:02 PDT

To which Felothas responds: "And what incentive can you offer me to risk this
intrusion?  "

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 285        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 12:52 PDT

Mialee replies, "What might be of value to you?  If there is a service I or my
party might perform for you...?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 286        Fri Sep 02, 2005
TCOMPTER [TheDM]             at 14:00 PDT

Felothas sighs.  "I do not seek to bargain with you.  I require some assurance
that I will not someday regret allowing this trespass. Elrohir, my friend, I
hold you responsible for the actions of these new friends of yours.  Do not
make me rue this day."

With that, he turns and walks away.  Elrohir remains.

He takes a deep breath, and looks at Mialee.

"I fear that my trusting nature will get me in great trouble some day, and I
believe that Angharradh uses events like this to remind me of that, or is it to
tempt me?  I know not. In any event, I DO trust you, Mialee, for some reason.
Please do not betray that trust. "

"How many of your party know the transfer spell? "

"And by the way, to what portal in Kendall do you propose to transfer? "

_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 3
Message 287        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 14:12 PDT

"We know little of the portal system in Kendall, and if you have suggestions we
would welcome them.  Two members of our party are capable of casting the
necessary spell to invoke the portal.

Our mission is urgent, and a life hangs in the balance.  We beg for your help."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 288        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 14:22 PDT

Mialee corrects herself: "Actually, four of us can cast the Transfer by Portal
spell."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 289        Fri Sep 02, 2005
TCOMPTER [TheDM]             at 14:22 PDT


"Well," Elrohir says, "There is always the Academy of Magic, but they tend to
get a little tense if you arrive unexpectedly, and that can be bad for
everyone's health. I know of another portal in Kendall; less known, but also
less guarded."

"I will need time to prepare.  Return here in not less than 6 hours, with all
who know it ready to cast the spell, and I will arrange for your conveyance to
the Royal City."

With that, he leads you out to the street.


_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 290        Fri Sep 02, 2005
SYNDICOMM [Sheppy]           at 14:24 PDT

Mialee returns home and informs the party that we need to return to the elf
temple in no less than six hours.

"Those of us that can memorize Transfer by Portal must do so.  That's me,
Icarius, and Flint and Jozlan."

Mialee proceeds to rest and memorize spells, including Transfer by Portal.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 291        Sat Sep 03, 2005
SFAHEY                       at 10:18 PDT

Is this something Vlix can learn?
 ------------
Category 12,  Topic 3
Message 292        Sat Sep 03, 2005
SYNDICOMM [Sheppy]           at 19:00 PDT

Transfer by Portal?  Yes, I think so.  However, since we'll have to keep you
under wraps during the portal transition through the elf temple (I doubt they'd
be thrilled with a drow in their midst), it doesn't matter for now anyway.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 293        Mon Sep 05, 2005
SFAHEY                       at 15:47 PDT

I was thinking of in the event of an emergency.
 ------------
Category 12,  Topic 3
Message 294        Thu Sep 08, 2005
TCOMPTER [TheDM]             at 08:26 PDT


> Is this something Vlix can learn?

Absolutely, (assuming he can understand it - you need to roll a % to see if he
can master it) but it requires a quiet and comfortable environment and solitude
for several hours in order to write it into your spell book.  You will not have
time before your departure to Kendall.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 295        Tue Sep 13, 2005
TCOMPTER [TheDM]             at 14:19 PDT


Our adventuresome group returned to the elven compound shortly after the fall
of darkness, with Vlix in bat form hidden in the folds of Jozlan's robes, so as
not to alarm the sensitivities of the elves.  With Elrohir's help and guidance,
the group made the leap to a garden in the city of Kendall, where Vlix's friend
Owen said he would meet him.

They didn't find Owen, but they did find a note directing them to the Palace
for an audience with the Duke of Lethbridge, who passed on Owen's message to
join him and his whereabouts. He also offered each member of the party 400
platinum pieces for the safe return of his daughter, and 10 pp each for the
safe return of each of her maids-in-waiting.

The next day found them on a ship bound for Rio de Aerdi, a port city in the
domain of the nine "Merchant Princes."  Soon after their arrival, they
intervened on Owen's behalf as he and his men battled the pirates who kidnapped
the daughter of the Duke.

Interrogation of the pirates led our intrepid group to a half-forgotten,
half-buried city in a swamp, where they discovered an ancient decrepit temple
compound that was still in use.  Through the clever use of Vlix's
bat-abilities, they were able to sneak inside undetected (they hope), and start
to explore the interior.  Set upon by foul ghoulish creatures in the second
room they entered, they destroyed their foes, and then drew back to regroup (in
room 2).

http://homepage.mac.com/thomascompter/Mercia/Undercity/temple.html

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 3
Message 296        Sun Sep 25, 2005
SYNDICOMM [Sheppy]           at 13:18 PDT

Man... too bad we didn't leave off in a spot where we could do some role-play
in the board.  I miss the game. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 297        Mon Sep 26, 2005
TCOMPTER [TheDM]             at 09:28 PDT


> Man... too bad we didn't leave off in a spot where we could do
> some role-play in the board.  I miss the game. :)

Yeah, me too.  Unfortunately, you really are in a "suspended state" until we
can meet again.

_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 298        Mon Sep 26, 2005
SFAHEY                       at 12:25 PDT

"This place is crawling with the undead and we should change our tactics and
marching order to suit", suggests Vlix. "Two fighters and a cleric to the
front, and a cleric to the rear so we are not overcome from behind..."
 ------------
Category 12,  Topic 3
Message 299        Wed Sep 28, 2005
SFAHEY                       at 07:29 PDT

I propose the following marching order:

Flint and Mordin
Mialee and Owen
Pengo
Icarius
Jozlan and Vlix

This order has the following benefits:

Clerics in front and rear ranks, with fighters toward the front to immediately
back them up make for a strong offense. Mialee can cast spells/shoot arrows
over Flint's head, as can Owen with his bow and clear Mordin. Not that arrows
are all that great vs the undead, but...

Pengo at center is small and more likely to make it up the middle if we're
caught in a hallway. He can go either forward or back.

Icarius , also centered is protected more in the middle but like the gun turret
of a tank, can equally turn front or rear to engage with spells.

Jozlan and Vlix bring up the rear, so that we aren't taken unawares by the
undead, or surrounded without being able to flash a holy symbol.
 ------------
Category 12,  Topic 3
Message 300        Wed Sep 28, 2005
SYNDICOMM [Sheppy]           at 21:19 PDT

I like that marching order; it makes really good sense under the circumstances.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 301        Sun Oct 09, 2005
SCHNORENBERG [Roger]         at 18:19 PDT

I also like the change.  This also points out the fact that all the formations
and tactics in our SOP need to be updated to account for the new party members.

Roger


 ------------
Category 12,  Topic 3
Message 302        Mon Oct 24, 2005
SYNDICOMM [Sheppy]           at 13:39 PDT

Pengo will inspect the crates for traps, and for each one he doesn't find any
traps on, will open it and examine the contents.

Mialee will poke around the room and see if there's anything else interesting
in it, and, if she finishes that before Pengo is done, will help Pengo go
through the crates.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 303        Mon Oct 24, 2005
TCOMPTER [TheDM]             at 20:52 PDT

The party has found its way through the western half of the temple complex,
dispatching a few orcs and half-orcs along the way.  In a dark cemetary, they
accidently discovered a secret door beneath a sarcophogus in a crypt by
casting a Knock spell on the sarcophogus (hoping to open the latter).

Following the steep staircase/corridor down into the darkness, they came upon
a secret room deep beneath the temple complex above.   A fierce battle ensued,
wherein several ferocious giant weasels and a few frightened orcs were killed.

Now that the excitement is over, you have a chance to sit back and breathe a
bit, and look around.   In all the excitement of the battle, a few details
escaped your notice.   The square area at the eastern end of the chamber
contains not only a dozen or so crates and boxes, but a desk with a small
lantern and a couple of chairs, and a ladder laying on the ground along the
north wall.

You decide to search the place, and start opening boxes and crates.  (BTW,
although some of the crates SEEMED to be up to 6'x6'x6', on closer inspection,
you see that the largest are 6'x3'x3'.

These largest crates contain tapestries and heavy linens of fine quality.
Others contain traveling rations and other dry foodstuffs.

Some of the smaller crates contain chains and manacles.

In one crate, you find sacks of copper coins, 5000 in all.

There are 3 small locked chests under a dirty blanket.  Pengo uses his skill
to check them for traps and then open them. The first contains about 10,000
sp, the second holds 3000 ep.  The third has 1000 gp, and a small sack with
115 pp.

In another non-descript crate, you find a leather bag holding 3 pieces of
jewelry totaling 4000gp in value:  a yellow Sapphire necklace worth 1500gp,  a
Black Opal bracelet and necklace set worth 1500gp,  and a tiara set with fiery
yellow Oriental Topaz worth 1000gp

MOST interesting though, is found on and in the desk.  You find business
records, and a ledger book, which has this entries on the last page:

...
Arrivals to PuertoViejo in June 976:
                                            Cost of
Merchandise                      Merchant    goods    Notes
4 male humans                    Groman      850 gp   strong and healthy
2 male halflings                 Nasch       200 gp
1 male, 3 female humans          Prone       500 gp   adequate for field or
housework
10 female humans                 Ballis      750 gp   used but attractive
7 female humans                  Jeshua      400 pp   UNTOUCHED!
6 male gnomes, 2 female humans   Denth       600 gp
3 male dwarves, 1 male human     Wrangsch    800 gp   hard to break





                                         -----------
                      TOTAL Cost of goods:

There is a note in another record book indicating that a caravan left just two
days ago:

........

24 June:  dispatched a caravan with the following cargo:
          4 Male Humans
         12 Female Humans
          3 Male Dwarves
          6 Male Gnomes

You also find a few copies of a map, which describes a route leading into the
interior of the continent.
(To be supplied later - DM)


_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 304        Tue Oct 25, 2005
SYNDICOMM [Sheppy]           at 19:51 PDT

Mialee reads over that list and wonders aloud, "I sure hope that departed
caravan doesn't include the girl we're looking for..."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 305        Thu Oct 27, 2005
SFAHEY                       at 12:39 PDT

"We have a terrible choice... take precious time to finish searchng here, and
hope what we seek is found, or start after the caravan.

I may rue it, but I feel we have must search here first, and if our effort be
in vain, so be it. We will start after the caravan as quickly as possible.
 ------------
Category 12,  Topic 3
Message 306        Fri Oct 28, 2005
SYNDICOMM [Sheppy]           at 11:13 PDT

Mialee says, "I have to agree.  If the information about the caravan indicated
which of these groups of prisoners were shipped out with it, we might be able
to make an educated guess, but as it stands, we have no choice but to search
here first."

Pengo adds, "We need to try to rest; I know the magic-users have drained most
of their most best spells now, and we can use the time to poke through these
crates and pull out any supplies we might find useful."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 307        Fri Oct 28, 2005
SFAHEY                       at 14:12 PDT

Then let us set the watch and rest. Vlix will spike the door shut and the
watchers must also watch the hole, just in case. They know we are here and will
either coming looking for us, or wait upon us to walk into a trap of their time
and choosing.
 ------------
Category 12,  Topic 3
Message 308        Sun Oct 30, 2005
SYNDICOMM [Sheppy]           at 21:56 PDT

Mialee agrees, as does Pengo.

Pengo also offers to take the first watch, pointing out that he doesn't have
spells or the like to have to memorize, and doesn't need the rest as badly as
the others.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 309        Fri Nov 04, 2005
SFAHEY                       at 08:17 PDT

Owen points to the line on the manifest: "7 female humans
Jeshua      400 pp   UNTOUCHED!"

"This bothers me greatly. I think we must be content to hastily search the
dungeons no more than two days and then pursue the caravan. We cannot despoil
everything at our lesiure."
 ------------
Category 12,  Topic 3
Message 310        Fri Nov 04, 2005
SYNDICOMM [Sheppy]           at 09:17 PDT

Mialee: "Is there anything in particular that leads you to concern over those
particular women?"

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 311        Mon May 01, 2006
TCOMPTER [TheDM]             at 19:47 PDT

Fellas,

I've posted the new log up here on the RPG ftp site.

Don't forget that this is a good time to plan your next course of action.

Don't forget, you've been on the road today
_after_expending_most_of_your_spells_ when you discovered the fort.

Also don't forget, you've got all those animals, including the bird/human.

I'd be happy to answer questions here between now and Sunday.

_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 3
Message 312        Thu May 04, 2006
TCOMPTER [TheDM]             at 19:26 PDT

I have updated the character sheets on the website.  Please go to
http://homepage.mac.com/thomascompter/Mercia/Characters/allchars.html to see
how I've divvied up the non-monetary treasure.  If there are any questions,
lemme know.

After a desperate battle with strange creatures you've never encountered
before, you gave a prayer of thanks to your various deities, and moved on in
search of the princess Elannie and the slaver who have captured her.   (Of
course, you're also looking for her handmaidens AnnMarie, Belinda, Charissa,
Dannielle, and Edwina.  You've already sent Francine back home in the company
of the stout dwarf (aren't they all stout?)  Gringar. )  Knowing that time was
of the essence, you pressed on with little rest.

Current Hit Points:
===================
Flint:   37 of 37
Mordin:  30 of 30
Mialee:  24 of 27  (+5 for Voronda)
Pengo:   24 of 24
Jozlan:  27 of 27
Icarius: 21 of 21  (+5 for Talos)
Vlix:    22 of 22
Owen:    26 of 26


Spells:                                  Used:
==============================================
Flint:                                 -------
Level 1:  Cure Lt Wds x 5                    0
Level 2:  CSW x 3, Slow Poison x 1         0,0
Level 3:  Cure Crit Wds x 1                  0

Jozlan:                                -------
Level 1: Cure Lt Wds x 5                     0
Level 2: Cure Serious Wds x 4,
          Speak w/ animals x1              0,1
Level 3: Cure Disease x1, Cure Crit x1     0,0

Mialee:                                -------
Level 1: Det Magic x1, Read Magic x1
         Magic Misl x4                   1,1,0
Level 2: Knock x2, Levitate x1, Invis x1 0,0,0

Icarius:                               -------
Level 1: Sleep x2, Magic Misl x2           0,0
Level 2: Shatter x1 Web x1                 0,0
Level 3: Suggestion x1                       0

Vlix:                                  -------
Level 1: Magic Missile x3                    0
Level 2: Invisibility x2                     0


... Continued in next message....

 ------------
Category 12,  Topic 3
Message 313        Thu May 04, 2006
TCOMPTER [TheDM]             at 19:27 PDT

It is late in the afternoon on the 5th of July 976, and you are next to a road
in the middle of some rugged hills in the Andorra province of the Confederate
States of the Merchant Princes.

http://homepage.mac.com/thomascompter/Mercia/maps/images/Map6Large.jpg

To the south, you see a structure sitting atop a high steep hill that surveys
the countryside around it.  (Picture Edoras as portrayed in the movie "The Two
Towers" only not quite so tall or big.)  The fort itself looks like this:

http://homepage.mac.com/thomascompter/Mercia/Stockade/images/fort2.gif

Your vantage point is about 2 mi. from the fort,  with no vegetation higher
than your knees between you and the fort.

There is a ditch 20 ft. wide of unknown depth surrounding the fort.  The only
access road winds down from the north, through a narrow valley, up to a
drawbridge that spans the ditch.

The hill fort seems to be a combination of recent construction and the remains
of an older stone fortress.  The outer wall of the hill fort is an earthen
rampart topped by a wooden stockade.

However, the curtain wall containing the drawbridge is made of stone.  The
wall is 35 ft. high and is topped by a stone parapet which is constantly
manned.  The curtain wall is connected to the rest of the fort by the ramparts
and stockade.

The ground slopes upward from the curtain wall, and some distance back, across
an open courtyard, is the gatehouse.  This is of massive construction, four
stories high, with a stone parapet atop that, so that all sides can be
defended.  The ramparts and stockade connect to the gatehouse and surround the
fort keep.

The keep abuts the ramparts on three sides, with an open area to the north
between the main building and the gatehouse.  The main building of the fort
seems to be made of stone on the first story, with a second story made of
wood.  The entrance to the main building is recessed back and an enclosed
garden leads from the building's entrance to the open area.

The rampart and stockade surround the fort on the west, south, and east sides
and join the curtain wall to the north.  The outer face of the walls and
stockade are fitted with downward sloping spikes that would make it difficult
for attackers to scale the walls.  The stockade has a walkway on all sides,
the walkway being 15 ft. above the main building's first floor.

Guards patrol the walkway,  and the top of the gatehouse and curtain wall, but
it is impossible to estimate numbers from this distance.

As the sun sets over the low hills to the west, you do see a small caravan of
several small wagons entering the fort over the drawbridge.   There are quite
a few people walking alongside the wagons.


_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 3
Message 314        Thu May 18, 2006
SFAHEY                       at 14:20 PDT

>> To the south, you see a structure sitting atop a high steep hill
>> that surveys the countryside around it.  (Picture Edoras as portrayed
>> in the movie "The Two Towers" only not quite so tall or big.)

<monty>
It's just a model...
</monty>
 ------------
Category 12,  Topic 3
Message 315        Mon Aug 28, 2006
TCOMPTER [TheDM]             at 13:04 PDT


Just thought that I'd point out that it is now (in game time) mid-afternoon on
the 6th of July, 976.   You all have been up (and fighting) for  at least 30
hours.   Serious fatigue is setting in, which WILL have consequences if you
push on without resting.

Again, feel free to explore your immediate surroundings here in the BB.

_____ ___         _  _
.||he _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 3
Message 316        Thu Sep 07, 2006
SYNDICOMM [Sheppy]           at 15:25 PDT

Pengo thinks it's a good idea to open the door to the NE from where we are in
the kitchen to see if that room would be a good place to hole up for the night.

Mialee suggests it might be better to bed down for the night in the boss's
bedroom.  We can barricade the door there, and it's relatively unlikely anyone
is going to just barge in there anyway (the guy didn't seem like the type to
tolerate privacy invasion).

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 317        Fri Sep 08, 2006
TCOMPTER [TheDM]             at 06:37 PDT


> Mialee suggests it might be better to bed down for the
> night in the boss's bedroom.  We can barricade the door
> there, and it's relatively unlikely anyone is going to
> just barge in there anyway (the guy didn't seem like the
> type to tolerate privacy invasion).

OTOH, with his corpse laying on the floor of the kitchen, even a dumb bugbear
_might_ think it worth the risk to investigate. :D

But -- as I mentioned, y'all ARE really tired.  :)

_____ ___         _  _
.||he _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 3
Message 318        Tue Sep 26, 2006
SYNDICOMM [Sheppy]           at 10:50 PDT

Mialee, lost in thought, suddenly snaps out of it and says, "You know, if we're
going to be leading a bunch of freed slaves out of this place, it might be a
good idea to take out all the guards before we go free them, so they don't get
killed off while fleeing."

Pengo thinks about this, then says, "You know, that chimney I climbed over in
the east wing gave me a good look at the guards.  I could climb up and wait
until you guys attack from the north, then start shooting arrows at them from
behind, from up there."

Pengo pauses, then adds, "Of course, I'd need a bow, since we haven't found
mine yet."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 319        Sun Oct 01, 2006
SCHNORENBERG [Roger]         at 04:49 PDT

> Pengo pauses, then adds, "Of course, I'd need a bow, since we haven't found
mine yet."

Flint responds, "It's probably not down in the dungeon, but the second floor of
the keep is completely unexplored."

 ------------
Category 12,  Topic 3
Message 320        Sun Oct 01, 2006
SYNDICOMM [Sheppy]           at 19:14 PDT

"You're right," Mialee says.  "We haven't explored the upper levels yet. Is
there a bow Pengo can use for a while until we find his?"

DM: Is this a circumstance in which it would be all right for Mialee to lend
her short bow to Pengo?  His idea is a good one.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 3
Message 321        Mon Oct 02, 2006
TCOMPTER [TheDM]             at 11:59 PDT


> Is there a bow Pengo can use for a while until we find his?"

> DM: Is this a circumstance in which it would be all right for Mialee to
> lend her short bow to Pengo?  His idea is a good one.

Mialee only has a longbow (named SkyeFire, if you recall).  If she HAD a
shortbow, she could lend it to him, but he is too short to handle a longbow.

However, in that room where you found him initially, (and killed all the
goblins and kobolds), you would probably find a shortbow which would work for
him, though it won't be very good quality...


 ------------
 ************
Topic 4         Thu Jun 10, 2004
TCOMPTER                     at 12:41 PST
Sub: Game Strategy and Planning

This is the topic where players (and DM) can discuss strategy and tactics for
play.

 41 messages
 ************
 ------------
Category 12,  Topic 4  [MOVED]
Message 1          Thu Jan 17, 2002
SCHNORENBERG [Roger]         at 19:54 PDT

What to do, what to do?

Ok folks, referring to Message 69 "Dungeon Update", the battle has just
ended and we need to figure out our next move.  I would suggest that we
need to search all the bodies in the hall as well as in the room, and
the room itself.  But we may not have time.  Several of the enemy have
fled and will alert the other troops within the compound.  We can assume
that Karak will be notified as well and will return.  He should be
several hours away however, and his army should be even longer in
returning.  Chasing after the fleeing enemies will do little good.  The
party needs to stay together for its own protection.  This means moving
no faster than the dwarves can travel (about half the speed of a human
or elf).

We came to the tower as a raiding party.  As I see it, the question is
do we continue raiding or pull out and return to hillsview?  Flint is
moderately injured, but one healing spell will restore him to full
strength.  How are the rest of the characters?

Personally, I would like to find more treasure.  As an alternate, we
could break in the doors to all the rooms on this hall.  Ransack the
rooms for valuables to include spellbooks and scrolls.  Set fire to all
the rooms and get out of the tower as fast as possible - Remember; Flint
is Lawful Good, Roger is not.  The fire would have the effect of helping
to cover our escape as well as increasing the impact of the raid.  It
should also seriously piss-off Karak that anyone would have the balls to
do that.

What are your thoughts?  We need to have some kind of plan before we
resume play on saturday.  I will be in the RTC room an hour before the
game as well, if there are questions that we can't settle here in the
forum.


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 COOKIE dropped due to budget cuts.


 ------------
Category 12,  Topic 4  [MOVED]
Message 2          Fri Jan 18, 2002
SYNDICOMM [Sheppy]           at 06:54 PDT

Your plan mostly sounds good, although I don't think I want to torch the place
and run.  I'm more inclined to stick it out and keep poking around.  Something
interesting is going on and I love a good mystery.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 4  [MOVED]
Message 3          Wed Jun 02, 2004
TCOMPTER [TheDM]             at 07:53 PDT


You know, I've thought for a while that the group ought to employ some 'SOP'
tactics and formations for common situations. This makes it easier for you to
describe what you're doing, and makes it easier for me to figure out who's
attacking who, etc.  It also makes it possible to use the concept of a "Caller"
for the party, so that one person can describe what the part is doing.  Of
course, individual characters are free to make exceptions.  We've pretty much
settled on some, like the double file march order:


Direction  <== Flint   Mialee  Jozlan   VLix
of March   <== Mordin  Pengo   Icarius


And a sensible single file march order might be:

Direction  <== Mordin Flint Pengo Mialee Icarius Jozlan VLix
of March


I believe there ought to be more of these, and so with humble heart I offer
these possible formations:

Door Opening:

|   Vlix (Hiding in Shadows)
.\ Pengo (Opens Door, Ready    Mialee (bow)
..\     to hide in shadows)
| Flint          Mordin   Icarius     Jozlan


Room Entry / Standard Combat formation:

                   Pengo*
                 Mialee
Direction  <== Flint    Icarius
of Threat  <== Mordin
                 Jozlan **
                   Vlix*

(* might try to slip around flank in shadows)
(** unless he decides to cast a spell, in which case he will be back with
Icarius, and Vlix would fill in the gap.)

You might also want to think of formations for when Mialee is going to cast a
spell in combat, or something different for when Jozlan is going to cast.
Or you might want to have different formations for offensive vs. defensive.

Of course, it's your group, so feel free to change these as you like. :)  But
If nothing else, feel free to use these in our sessions; For example:

<DM>  You approach a door at the end of the passage.
<Mialee> Door Open Formation.
>Vlix stays back by Jozlan       (<-- exception to the formation)
> Pengo opens the door.
<DM> There is a 60 x 60 ft room, lit by a single candle
<DM>   on a table in the NW corner.
>Flint and Mordin move through the door into the room beyond.
<Mialee> Std combat formation  (The rest of the party is assumed to move)
>Jozlan hangs back and begins to "Chant"  (<-- exception to the formation)


____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 4  [MOVED]
Message 4          Fri Jun 04, 2004
SYNDICOMM [Sheppy]           at 04:36 PDT

Man... that never really occurred to me that we could have so specific a
standard procedure.  That all works really well for me.  Everyone else? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4  [MOVED]
Message 5          Tue Jun 08, 2004
SCHNORENBERG [Roger]         at 15:25 PDT


They all sound good with the following change:

Door Opening:

|B B  Vlix (Hiding in Shadows)
.\ Pengo (Opens Door, ReadyB B B  Mialee (bow)
..\B B B B  to hide in shadows)
| Mordin B B B B B B B B B  Flint   B B  IcariusB B B B  JozlanB

The straight fighter should be the first into the room.  He does the most
damage and will shortly have the most HP.

Roger
 ------------
Category 12,  Topic 4
Message 6          Fri Jul 16, 2004
TCOMPTER [TheDM]             at 11:02 PDT

As you're relaxing in Byrne over the winter months, enjoying your well-deserved
rest, there are some time-consuming things you might want to consider doing,
such as:

WRITING:  You've got 14 levels' worth of magical ink; the MUs in the party
might consider filling up their Spell books with the available spells, and
maybe procuring some more ink.

Weapons and proficiency: Is there anyone who gained a proficiency slot?  Is
this a good time to train on a new weapon?  (Yes)  Is there a way to tell how
"good" a (magical) weapon is? (Hint: think; statistics)  Remember, Fighters
generally spend a lot of time _practicing_ their art when not engaged in
warfare.

Mentorship:  Should some of you be checking in with your respective mentors?
Might they have some advice or other valuable information or things?

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 4
Message 7          Sat Jul 17, 2004
SYNDICOMM [Sheppy]           at 23:03 PDT

How do we know if we gained a proficiency slot?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4  [MOVED]
Message 8          Sun Jul 18, 2004
TCOMPTER [TheDM]             at 17:43 PDT



>How do we know if we gained a proficiency slot?

Players' Handbook, page 37.

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 4
Message 9          Mon Jul 19, 2004
SYNDICOMM [Sheppy]           at 10:15 PDT

Looks like Mialee gained a proficiency slot as a fighter, and Pengo gained one
as well.

I don't know what Pengo is presently proficient in; nor do I know, actually,
what Mialee's proficiencies are.  That would be helpful to know before I decide
what to add.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 10         Mon Jul 19, 2004
TCOMPTER [TheDM]             at 10:36 PDT

Sheppy mentioned:
> I don't know what Pengo is presently proficient in;
> nor do I know, actually, what Mialee's proficiencies
> are.  That would be helpful to know before I decide what to add.

Pengo should have a total of 3 now, and Mialee should have 5.

Pengo HAD Shortsword and dagger as his proficiencies, while Mialee had
longsword, longbow, quarterstaff and dagger as hers.

Pengo might want to pick up a missile proficiency.

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 4
Message 11         Mon Jul 19, 2004
SYNDICOMM [Sheppy]           at 10:44 PDT

Pengo will practice and become proficient in the short bow.

Mialee decides she would like to practice the battle axe.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 12         Tue Oct 26, 2004
TCOMPTER [TheDM]             at 08:28 PDT



Just for fun, I thought I'd plot an alignment graph of the characters in the
campaign as I see them, based on their actions.

Not that this is totally subjective, and not necessarily what the "declared"
alignment is.   (I think most of the characters declared Neutral Good as their
alignment, except for Flint and possibly Vlix)

Don't panic if your character doesn't appear where you think it should.  Like I
said, I did this merely for amusement, but do consider it when taking actions
that are alignment-dependent.


LG                  NG                  CG

  Flint

                                   Pengo

                      Mordin
                    Jozlan
                        Icarius     Mialee


                                      Vlix


LN                  NN                  CN













LE                  NE                  CE

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 4
Message 13         Tue Oct 26, 2004
SYNDICOMM [Sheppy]           at 17:10 PDT

Kinda weird how Pengo's alignment is closer to good than Mialee's, but after
the incident with the attack on the house, it's certainly understandable. :)

That looks pretty accurate to me.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 14         Wed Oct 27, 2004
TCOMPTER [TheDM]             at 06:37 PDT


> Kinda weird how Pengo's alignment is closer to good than Mialee's,

Yeah, Pengo seems to me to be a pretty happy-go-lucky guy, while Mialee has a
sort of a 007-style mean streak.  Not so much _mean_, really, as much as just a
sense of expedience.

OTOH, Pengo has been known to be pretty expedient at times too.  :)

I just threw that out there (while we're taking a break from actual
adventuring) to get you all thinking about your characters' motivations and
world views.

_____ ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 4
Message 15         Wed Oct 27, 2004
SYNDICOMM [Sheppy]           at 09:37 PDT

Yeah, that's pretty much how I see them.  Pengo's pretty laid back most of the
time.  He can suck it up and be really tough once in a while, but usually he's
pretty relaxed.

Mialee is impatient.  She tries to keep it under control but when she's
stressed, she tends to get a little out of control.  Then she regrets it.
She's actually a lot like me. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 16         Mon Feb 28, 2005
TCOMPTER [TheDM]             at 07:57 PDT


Folks, before the start of the next session, you may want to look at the new
version of the Character Summary at

http://homepage.mac.com/thomascompter/Mercia/Characters/allchars.html

Near the bottom are some magical items, and scrolls that you might want to
distribute among you.  Or not.  But you might want to take a look anyway and
see what's available.

I'm trying to clean up the online references to make them as useful and simple
to use as possible.

Also, I recall seeing an expanded Cleric's turning of Undead table somewhere,
but I couldn't find it last night when I went to look for it.  It listed on
which line of the table to include some of the "newer" undead.
Can anyone help me out with where that might be found?

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 4
Message 17         Tue Mar 01, 2005
SYNDICOMM [Sheppy]           at 21:01 PDT

I don't see anything either Mialee or Pengo really needs.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 18         Wed Mar 09, 2005
TCOMPTER [TheDM]             at 06:58 PDT


I'm thinking especially the Clerical scrolls ought to be carried by one of the
clerics and the protection scrolls can be carried by anyone (they're not doing
any good sitting at home) and Icarius, now that he's advanced a level, ought to
take a look at the MU scrolls to see if there are any he can now WRITE into his
spellbook.

A little Editorial here:   The party has 2 magic users; one single classed and
one multi-classed.   Consider that during a combat sequence, Mialee might be
expected to engage in combat, while Icarius will certainly not.

Every magic user is limited in the number of spells of each level that they can
enter into their spell-books. (Mialee is limited to 11, Icarius to 18)

There are at least 24 spells of each level (up to 5) which may become
available.
It seems to me that in choosing which spells to add to the spell books, the MU
who is likely to engage in melee (Mialee) would do the party more good by
having non-combat spells available, while Icarius might want to concentrate on
the combat spells more.

Of course there are exceptions anyway, e.g. Mialee has made good use of her
magic missiles by tossing them in ahead of her as she heads into melee.

This is no edict, just something to think about.

BTW, recall that Paulinus is still holding your Staff of Magic Missiles, now
fully charged, waiting for you to either 1) pay him for his services, or 2)
exchange something of value for it or 3) perform some service in return for it.

____  ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 4
Message 19         Wed Mar 09, 2005
SYNDICOMM [Sheppy]           at 13:11 PDT

Icarius should talk to Paulinius to see what he wants in exchange for that
charge.

Mialee prefers magic over the sword, because it's just got more panache, so she
kind of wants to have some good combat spells.  However, she begrudgingly
agrees Icarius needs them more.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 4
Message 20         Mon Mar 28, 2005
TCOMPTER [TheDM]             at 07:44 PDT


>Icarius should talk to Paulinius to see what he wants in exchange for that
charge.

Hmm, and now, while Mialee and Pengo are busy with their exercise routine,
might be an excellent time to do that.   :)

____  ___         _ _
.||he ||_)ungeon //\/\aster

 ------------
Category 12,  Topic 4
Message 21         Thu Mar 31, 2005
KWS                          at 11:48 PDT

I got the impression that Paulinus would be interested in rare books for his
library.  I(carius) will drop by and pay him a visit.

Ic.

 ------------
Category 12,  Topic 4
Message 22         Thu Apr 07, 2005
TCOMPTER [TheDM]             at 16:33 PDT

Thought I'd point something out about finding traps.
Pengo, as a thief, has the ability to find traps.  The Player's Handbook (pg
27) describes this ability as:
"Finding/removing traps pertains to relatively small mechanical devices such
as poisoned needles, spring blades, and the like. "
However, the DMG (page 19) says:
"Small or _large_ traps can be found, but not magical or magically hidden
traps."

I'd take that to mean large, as in traps on a door, for instance, but not a
whole room or hallway whose floor was trapped.

On the other hand, according  to the Player's Handbook, Flint and Mordin's
talents include the ability to:

"Detect sliding or shifting walls or rooms:    66 2/3% probability
Detect traps involving pits, falling blocks
    and other stonework:                       50% probability

Note that the dwarven character must be actively seeking to determine the
phenomenon in question in order to be able to determine the answer; the
information does not simply spring to mind unbidden."

What does that mean for us?  Well, I think it means that Pengo is not the guy
to have on point while traveling down a corridor, but probably IS the one to
check doors and things.

I think you guys generally do that anyway, but I thought I'd reinforce the
notion.  :)


____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 4
Message 23         Fri Apr 08, 2005
SYNDICOMM [Sheppy]           at 23:26 PDT

The reinforcement is appreciated. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 24         Sun Apr 24, 2005
TCOMPTER [TheDM]             at 17:02 PDT

Replying to a message from topic 2:

> Mialee would like to point out some things that
> may affect her currently frightening encumbrance value:
> She's not carrying the longsword of light; it's
> in Pengo's bag of holding.

Ok, moving that to the bag reduces her encumbrance to 233%.

> Also, you do realize she doesn't tote all her treasure
> with her everywhere she goes, right? :)

Yeah, I assumed that everyone would take along 50 mixed coins, which adds up
to 5 lbs. All other monetary treasure would be kept safe in Byrne.

> I'm not sure otherwise why she should be as encumbered as she is.

Her main problem is that
a) she's pretty weak, and has a weight allowance of only 350 gpweight (35
lbs).
b) her chainmail armor alone is 300 gpweight, and her spellbook is 150.  (Some
real Elfin Chain mail would help some... )

add in the longbow, a bunch of arrows, and miscellaneous stuff not specified
but necessary, such as backpacks, sacks, potions, etc, and the young elf-lass
is packing over 800 gpweight.  :)

Like I said, at the moment, I'm not planning to enforce that rule too
strictly, but from a role-playing standpoint, it's something to think about.


____  ____         _ _
.||he _||_)ungeon //\/\aster

 ------------
Category 12,  Topic 4
Message 25         Mon Apr 25, 2005
SYNDICOMM [Sheppy]           at 19:25 PDT

Hm; it hadn't occurred to me that her base equipment was so heavy.  Yes, she'll
need to find some lighter-weight armor.

She really does need to keep both her bow and her sword; she makes good use of
both, and would feel naked without them.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 26         Mon Apr 25, 2005
SCHNORENBERG [Roger]         at 23:54 PDT

The only way to reduce the weight of the armor yet keep the same protection is
to upgrade to elven chain or magical chainmail.  With Mialee's low strength,
she might want to consider getting rid of the chainmail all together and using
magical items - ie. Bracers of Defence, Rings of protection, magic robes, etc.
Of course we have to find them first.  :)

Roger


 ------------
Category 12,  Topic 4
Message 27         Tue Apr 26, 2005
SYNDICOMM [Sheppy]           at 01:10 PDT

Yeah, magical defensive items would be ideal, but like you said, gotta find
them first.

In the meantime... any idea where Mialee can find some elven armor? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 28         Tue Apr 26, 2005
TCOMPTER [TheDM]             at 07:17 PDT

> She really does need to keep both her bow and her sword; she makes good use
of both, and would feel naked without them.

Oh, I heartily agree.  Where would an elf be without a bow? ;)

> In the meantime... any idea where Mialee can find some elven armor? :)

Funny you should ask.  You know, I've always found it odd that elven
adventurers would leave their home enclave WITHOUT elven armor.  I'm sort of
surprised that Elfin Chainmail isn't a free bonus given to elven characters,
given the rather severe limitations that demi-humans get in the original rules.

I've also thought that the original rules were a bit too severe, even if they
were realistic.  (Have you ever tried to run in a full suit of chainmail?)

I've also been confused as to what the "base weight" was -- You could ALMOST
interpret it to mean 35 lbs over and above the standard armor, because they
talk in some places about what a character can _carry_, but a careful reading
of the rules doesn't seem to support that.  In fact, the second edition, which
changes encumbrance values into pounds, seems to clarify that armor is indeed
included.

Of course, Pengo is a lucky little guy to have that bag of his... I wonder how
much it might really hold??? ....

Ahh, well, let's see what happens in the near future, eh?

_____ ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 4
Message 29         Tue Apr 26, 2005
SYNDICOMM [Sheppy]           at 22:03 PDT

I wonder if Pengo could be hauled around in his bag. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 30         Wed Apr 27, 2005
SCHNORENBERG [Roger]         at 18:16 PDT

> I wonder if Pengo could be hauled around in his bag. :)

Sure; however, when the bag is closed there is no longer any air to breath (see
item description in the DMG).  The big question is:  How long can Pengo hold
his breath?  :)

Roger


 ------------
Category 12,  Topic 4
Message 31         Wed Apr 27, 2005
SYNDICOMM [Sheppy]           at 19:36 PDT

How about a tube run out the top of the bag so he can breathe? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 32         Thu Apr 28, 2005
TCOMPTER [TheDM]             at 07:16 PDT


> How about a tube run out the top of the bag so he can breathe? :)

Heh.  If I thought you weren't kidding, I'd point out that the interdimensional
boundary at the bag's opening would change the molecular makeup of the air
and/or straw such that it wouldn't work.  Or some such nonsense.  :)  Or maybe
not.  Who knows?

The real question in my mind is whether, once put into the bag, Pengo could
open the bag from the inside.

I could see a case, though, for using that technique to "insert" Pengo into a
place that he shouldn't be, or something.

Makes for interesting possibilities, it does.  :)

_____ ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 4
Message 33         Sat Apr 30, 2005
SYNDICOMM [Sheppy]           at 23:11 PDT

Yeah, I find the concept most intriguing.  Mialee may have to pressure Pengo
into doing some experimentation. :D

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 34         Wed Aug 17, 2005
TCOMPTER [TheDM]             at 12:46 PDT

Hmm.  I was just re-reading the Invisibility spell (M-U 2d level) and some
interesting (tactical) thoughts came to mind.

First, contrary to popular assumption, the spell can just as easily be cast on
another character as on the Magic-User him/herself.

As far as duration goes...

"The spell remains in effect until it is magically broken or dispelled, or the
magic-user or the other recipient cancels it or until he, she or it attacks any
creature."

Note that there is no mention there of "or until the M-U sleeps" or "or for 24
hours" so the duration is virtually PERMANENT until the recipient attacks
something/someone or until the spell caster decides to end it.

Now, imagine a party would like to sneak into some place, or better yet, would
like casual observers to believe that the party is much smaller than it really
is....

Of course, the more people in the party that are invisible, the more chance for
confusion and bumping into each other, etc. but I could see some interesting
uses for this spell.

FWIW, I was led into this research by reading the description for the POTION of
Invisibility, where - contrary to the standard for potions, which is that the
entire thing must be quaffed - the description specifically says that the
potion can be taken in increments of 1/8, for a duration of 3-6 turns.  That
leads me to believe that a) a single (full) potion could be shared,:D  and that
b) drinking the entire thing would extend its duration to 24-48 turns (4-8
hours).

_____ ____          _  _
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 4
Message 35         Wed Aug 17, 2005
SYNDICOMM [Sheppy]           at 19:09 PDT

Hm.  That sounds very helpful. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 36         Sat Sep 03, 2005
KWS                          at 13:22 PDT

>
>Icarius; I know,
>for instance, that you got 3 spells from Paulinus before you left on the last
>adventure, but I'm not sure I remember which ones you chose:  I _think_ they
>were Fly, Clairvoyance and Phantasmal Force, but I'm not sure.   (see msg
>200, this topic)

those are the ones.

Icarius has named his owl "Talos" and has spent his free time reading and
working with Talos.


Jozlan has spent his time praying, fighting, and drinking (not necessarily
in that order) as well as practicing his hammer, mace, and staff
proficiencies.

 ------------
Category 12,  Topic 4
Message 37         Fri Sep 09, 2005
TCOMPTER [TheDM]             at 14:11 PDT

For this adventure, you guys are going to have 2 more people in the group. It
would be helpful if you could map out some "Standard Formations" ahead of time.

Candidates include:

1) Offensive Melee formation
2) Defensive Melee formation  (<-- might be the same, might not)
3) Door opening formation
4) Single file formation
5) Double file formation

_____ ____          _  _
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 4
Message 38         Fri Sep 09, 2005
SYNDICOMM [Sheppy]           at 15:16 PDT

I'm going to let the less strategically challenged do most of this planning.

However, I do suggest Pengo handle opening doors.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 4
Message 39         Sun Sep 11, 2005
SFAHEY                       at 08:31 PDT

In the wild (and after joining) Owen should take point. In a dungeon setting,
he'll be in the first or second rank.

Outdoors, Vlix will be toward the middle. In dungeons, he's either in the
middle or toward the rear.
 ------------
Category 12,  Topic 4
Message 40         Thu Oct 27, 2005
TCOMPTER [TheDM]             at 14:10 PDT

Ok, just to reiterate what has been said in this and other topics, and to put
it all in one place, here are the standard formations (so far) as I understand
them:  Again, it's your choice, not mine, I am just presenting them as a
straw-man.

--------------------------------------------------------
Standard March Order (for 10' wide or greater passages):

Flint  Mordin

Mialee Owen

   Pengo

  Icarius

Jozlan Vlix


--------------------------------------------------------
Outdoor March Order

     Owen





     Mialee





 Flint   Mordin

 Pengo    Vlix

Icarius  Jozlan




--------------------------------------------------------
Single File March Order (For less than 10' wide passages):

Mordin
Flint
Owen
Mialee
Icarius
Pengo
Jozlan
Vlix


--------------------------------------------------------
Door Opening:

|   Vlix (Hiding in Shadows)
.\ Pengo (Opens Door, Ready    Mialee (bow)
..\     to hide in shadows)   Owen (Bow)
| Mordin           Flint      Jozlan    Icarius




--------------------------------------------------------
Room Entry / Standard Combat formation:

                   Pengo*
                 Mialee
Direction  <== Flint
of Threat      Mordin   Icarius
           <== Owen
                 Jozlan **
                   Vlix*


(* might try to slip around flank in shadows)
(** unless he decides to cast a spell, in which case he will be back with
Icarius, and Vlix would fill in the gap.)

Incidently, following up on the discussion in Topic 5 Msg 61, I've decided that
I'm going to stick with a pretty simple formula for "frontage covering" -- a
Man-sized person can cover up to 6 feet of frontage, and small creatures
(dwarves and hobbits, goblins and kobolds) can only cover up to 4 feet. Thus, 2
people can cover up to 12 feet, and the Standard Combat Formation above could
cover a front of up to 36 feet (4x6+3*4).

By "covering," I mean preventing an opponent from getting through the line
without having to sideline the person they're facing.
This applies when facing basically man-sized creatures, who need a 5-foot
"hole" in the line to get through. Large creatures can force their way through,
and small creatures can slip through a 3 foot gap.

Example:  Owen and Mialee are in a 15 foot wide hallway trying to hold back a
platoon of orcs while the others escape, and they can cover up to 12 ft.  Since
Orcs are medium-sized creatures, they need a 5 ft gap to penetrate the line, so
they need to fight until either Mialee or Owen drops.  If they had some goblins
with them, the goblins, who are small size, could sneak around or through the
line, since they only need a 3 foot gap (15-12).  When the hill giant comes up,
though, there's nothing Mialee or Owen can do to stop him, if he's willing to
run the gauntlet of their attacks in an effort to get to the others.


_____ ___          _  _
.||he _|_)ungeon _//\//\aster



 ------------
Category 12,  Topic 4
Message 41         Fri Oct 28, 2005
SYNDICOMM [Sheppy]           at 11:15 PDT

Those formations look correct to me.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
 ************
Topic 5         Thu Jun 10, 2004
TCOMPTER                     at 12:44 PST
Sub: Campaign-specific Rules

The Mercia Campaign is based on 1st Edition AD&D Rules, with some
modifications by the DM. This is the topic where the modifications and special
rules are discussed.

 95 messages
 ************
 ------------
Category 12,  Topic 5  [MOVED]
Message 1          Tue Nov 06, 2001
TCOMPTER                     at 14:09 PDT

Moving right along, then  :)

I've been doing some calculations and spreadsheet comparisons of various
formulas for computing experience points.  This is particularly important when
considering how much credit a multi-classed character should get.

I considered 3 formulas with some variations of each:

1.  X.P. Shares = int(Highest Level + 2d Highest Level/2 + 3d/4)

2.  X.P. Shares = Highest_Class+(Number_of_Classes-1)

3.  X.P. Shares = Total_Class_Levels-(Number_of_Classes-1)

I'm leaning toward #2, but am open to suggestions.

Last night I started in earnest on converting one of my own early scenarios
for online play.  It basically means typing the whole thing in.

I'm really not sure how I'm going to handle the maps, since the map is really
quite more complex than the one for the caves of shadow.  One thought that had
crossed my mind was to not attempt any graphical representation, but use only
written descriptions and let you guys map it yourselves. :)   That would be a
challenge for you guys, eh?

Another thought was staging pre-positioned maps in gif form, and locking them
each with a code word, but that would mean up to 70 map files, each with their
own code, and I'm not sure how I'd do that anyway.

I'd sure be interested in some ideas on how to handle that :)

I definitely would like to distribute some maps of my "world" ahead of time to
allow you to get a feel for the setting.

I'm also thinking of doing some of the pre-adventure set-up narrative here in
the forum ahead of time, to let you guys do some planning, etc.

More later.

_________
  | homas


 ------------
Category 12,  Topic 5  [MOVED]
Message 2          Tue Nov 06, 2001
SYNDICOMM [Sheppy]           at 14:50 PDT

Sounds like you're doing some good planning.

I'd be okay with us having to do the mapping ourselves.  You could maybe
prepare some graphics of key rooms or something, put them up in your web space
here, and give us URLs as we need to see them.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 5  [MOVED]
Message 3          Wed Nov 07, 2001
SCHNORENBERG [Roger]         at 22:50 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> I considered 3 formulas with some variations of each:
>
> 1.  X.P. Shares = int(Highest Level + 2d Highest Level/2 + 3d/4)
>
> 2.  X.P. Shares = Highest_Class+(Number_of_Classes-1)
>
> 3.  X.P. Shares = Total_Class_Levels-(Number_of_Classes-1)
>
> I'm leaning toward #2, but am open to suggestions.

I don't see the rational behind any of them.  They seem to say that the
more classes or levels you have the more experience you get from an
encounter.  I'm more inclined to the view expressed in DMG page 85,
'Division of Experience Points'.

> Another thought was staging pre-positioned maps in gif form, and
locking
> them each with a code word, but that would mean up to 70 map files,
each
> with their own code, and I'm not sure how I'd do that anyway.

In addition, I have an Apple IIgs.  I don't know of any program I have
or that is still available that can display (or convert) GIF format.
Since the computer cannot handle multitasking; I would have to leave the
RTC, download the file, convert it to a viewable format, and then return
to the RTC.  I would then be able to use an NDA to view the map during
play, however I would be out of the game for 30 minutes or more for each
map.  I am willing to purchase any necessary software to do this, I just
don't know of any.

> I definitely would like to distribute some maps of my "world" ahead of
> time to allow you to get a feel for the setting.

That is always helpful.

> I'm also thinking of doing some of the pre-adventure set-up narrative
> here in the forum ahead of time, to let you guys do some planning,
etc.

This might also generate more interest from others in joining us.  I
think it is a good idea.


 Roger A. Schnorenberg - Roger
 Delivered by Spectrum v2.5.2 & SOAR v1.0b6

 We've upped our standards...Now, Up Yours!


 ------------
Category 12,  Topic 5  [MOVED]
Message 4          Thu Nov 08, 2001
TCOMPTER                     at 09:18 PDT


>>> I said:
>> I considered 3 formulas with some variations of each:
>> 1.  X.P. Shares = int(Highest Level + 2d Highest Level/2 + 3d/4)
>> 2.  X.P. Shares = Highest_Class+(Number_of_Classes-1)
>> 3.  X.P. Shares = Total_Class_Levels-(Number_of_Classes-1)
>> I'm leaning toward #2, but am open to suggestions.

>>>Roger mentioned:
> I don't see the rational behind any of them.
> They seem to say that the more classes or
> levels you have the more experience you get from an
> encounter.  I'm more inclined to the view
> expressed in DMG page 85, 'Division of Experience Points'.

I'm at work, so I don't have the DMG handy, (I'll look tonight), but they are
based on two premises.

1)  for any given adventure, a high level character is more "valuable" to the
party than a low level character, and

2)  a multi-classed character  is more "valuable" to the party than a single
class character of the same level.

Exactly _How_Much_ more valuable is the question.

For example, in a party of 2 fighters, a 3rd level and a 2d level, the
experience points would be totalled for the whole adventure, and then split
into 5 shares, with the 3rd level character getting 3 shares and the 2nd level
character getting 2 shares.

However, if the party consisted of a 3rd level fighter, and a 2/2 level
Cleric/fighter, and we were using  method #2 above, the experience points
would be split thusly:  the 3rd level fighter gets 3 shares, and the 2/2
ftr/clr takes 2 shares for his highest level, plus 1 share for (number of
classes minus 1) for 3 shares, so in this case, they both get the same.

A more complex example:  the party consists of

George, a 9th lvl cleric
Frank, a 7th level fighter
Melissa, a 5/4 lvl Ftr/MU
Donny, a 3/2/4 lvl ftr/mu/thf

Under method 1 above,

George would get 9 shares
Frank would get 7 shares
Melissa would get 8 shares
Donny would get 7 shares


Under method 2 above,

George would get 9 shares
Frank would get 7 shares
Melissa would get 6 shares
Donny would get 6 shares

Remember, that multi-classed characters have to split the experience they get
into their separate classes.  without giving them a boost of SOME kind, they
very quickly fall way behind their single-class buddies.

The difference between 1 and 2 has to do with premise # 2.  Are multi-classed
characters more helpful to a low level party or to a high level party?
Method 1 gives more credit to a low level multiclass, while method 2 gives
more credit to a high level multiclass, RELATIVE TO A SINGLE CLASS CHARACTER
OF THE SAME LEVEL.

Anyway, like I said, it's open to discussion.  Sheppy?  What do you think?


> In addition, I have an Apple IIgs.  I don't know of
> any program I have or that is still available that
> can display (or convert) GIF format.
> Since the computer cannot handle multitasking;
> I would have to leave the RTC, download the file,
> convert it to a viewable format, and then return
> to the RTC.  I would then be able to use an NDA
> to view the map during play, however I would be
> out of the game for 30 minutes or more for each
> map.  I am willing to purchase any necessary
> software to do this, I just don't know of any.

Sorry, I didn't realize that the IIGS was your _only_ access to the 'net.
Obviously the web-based mapping won't work then.  (FWIW, there is a freeware
NDA utility called, uh, (someone help me out here) Show Me! which will allow
you to view Gif files.)  Anyway, I'll just have to figure out a way to do the
text mapping.

>> I definitely would like to distribute some maps of my "world" ahead of
>> time to allow you to get a feel for the setting.

> That is always helpful.

>> I'm also thinking of doing some of the pre-adventure
>> set-up narrative here in the forum ahead of time,
>> to let you guys do some planning, etc.


> This might also generate more interest from
> others in joining us.  I think it is a good idea.

Stay tuned!


_________
  | homas


 ------------
Category 12,  Topic 5  [MOVED]
Message 5          Thu Nov 08, 2001
SYNDICOMM [Sheppy]           at 15:13 PDT

>>>Anyway, like I said, it's open to discussion.  Sheppy?  What do you think?

I think all these methods seem reasonable.

As for mapping, the ShowMe! NDA would do the trick, I'd think.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 5  [MOVED]
Message 6          Mon Dec 10, 2001
TCOMPTER                     at 10:38 PDT

Surprise, Initiative and Magic.
===============================

I've been wracking my brain for days, trying to remember the initiative rules
I used to use when I used to DM oh-so-many years ago, particularly in the
matter of magic. Now, I believe I have managed to reconstruct the rules as
used back then.

I've always had a hard time understanding the initiative / surprise rules as
described in the various books.  Just so that it's clear how I plan to handle
it, I present to you my understanding of the rules.  This is, like everything
else, open for discussion, while I retain the right for the final decision  (I
love being the DM  :)  It's really an exercise for me to be sure that I
understand the rules as I think I understand them.  %-)

This explanation will be split over several messages.

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 7          Mon Dec 10, 2001
TCOMPTER                     at 10:39 PDT


Surprise
========
First, (and this is very important) there are certain times when, because of
the peculiar situation, or for the sake of the 'storyline,' the DM will simply
declare that the party is surprised, and then there is no rolling involved.

What follows is a discussion of surprise when 2 parties meet in a "meeting
engagement" or when neither party is expecting to see the other.

The standard human character has a standard chance of being surprised 1/3 of
the time, expressed as 2/6, or, IOW, they _are_surprised_ by an encounter if
they roll a 1 or 2 on a six-sided die.

Some character races and classes are surprised only on a 1/6, and surprise
others on a 3/6.   This is where it gets complicated, because what if one of
the former meets one of the latter?  If Al is surprised on a 1/6, and Bill
surprises on a 3/6, what does Al need to roll to be _not_ surprised?   Well,
in this case, they cancel each other out, and Al will be surprised on the
normal 2/6.

How long are they surprised?  Since the object in these rolls is to roll high,
I say (and this is where I might differ from the actual rules) that they are
surprised for the number of segments (6-second increments of time) that they
rolled below the number needed to be not surprised.  (Boy was that confusing
:)  An example would serve better to illustrate:

Al and Bill above meet, and due to the special cases for each of them already
outlined, they each will be surprised on a 2/6.

Al rolls a 2, so he is surprised, but Bill rolls a 1, so he is surprised even
more.  Al stands there gawking for 1 segment, but Bill gawks for 2 segments,
which gives Al 1 segment to take action.  That action, as discussed in the
rules, will generally give Al the chance to do most things that he could
normally do in a full round, such as swing an axe at Bill, or fire 2 arrows at
him.  It would not, however, allow him to cast a spell that takes 6 segments
to cast, although he could certainly _start_ the spell in that segment.

Now say Bill meets Charlie, who is surprised on the normal 2/6. Since Bill
surprises on 3/6, and Charlie has no counter-acting modification, Charlie is
indeed surprised on a 3/6.

So Charlie rolls a 2, and Bill rolls a 5.  Bill isn't surprised at all, and
Charlie is surprised for 2 segments.

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 8          Mon Dec 10, 2001
TCOMPTER                     at 10:40 PDT

Initiative
==========

Once the surprise segments are done, we move on to normal initiative rolls.
This is a little simpler.  1 representative from each side rolls a 6-sided
die, and the side with the higher roll gets to go first.

There are exceptions to this, such as when one character/monster gets two or
more attacks per round, they will strike first and last in the round.  (Mialee
and other archers, take note, and remind me next time we play)
___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 9          Mon Dec 10, 2001
TCOMPTER                     at 10:40 PDT

Magic
=====

How does the casting of magic spells enter into this?  The "you hit, then I
hit" paradigm works well enough for melee combat, but seems to fall short when
talking about combat at a distance, which is where _most_ magical combat takes
place.

In my old gaming groups, we wrestled for a long time on this. There are so
many spells that only take 1 or 2 segments to cast, it seemed silly to us that
a magic user should be limited to only casting 1 spell per round.  It seemed
it should be more like missile combat.  As I was writing this, it continued to
go round and round in my head.  This is what I finally came up with, pieced
together from my hazy memories and new thought on the matter.  (Again, this is
up for discussion.  It might pass the time until we can meet again as a group.
:)

Spell casting takes concentration.  So much so that the rules indicate that a
character casting a spell loses their dexterity adjustment to armor class.
However, the rules don't preclude all movement, since some attack spells call
for rolling a successful "to hit" to touch an opponent (Cause Light Wounds,
for example).

Nevertheless, a Spell caster casting a spell can't take any other action
during that round, other than casting spells.  So Mialee can't shoot 1 arrow,
and then cast a spell.

Remember that one combat round has 10 segments of 6 seconds each. (Why they
didn't use 12 segments of 5 seconds each, I'll never know)

In a round where a spell caster's side has won the initiative, and the spell
caster decides to cast a spell that round, the spell caster will roll a
5-sided die (easy enough to do in the chat room) and that will determine the
SEGMENT that the caster STARTS casting.  So if Jozan rolls a 3, and he's
casting a 3 segment spell, he will be casting in segments 3,4 & 5.  The spell
will take effect in segment 6.

In a round where the spell caster _loses_ the initiative, the same thing
applies, except the caster adds 5 to the die roll, so in the above case, Jozan
would start casting in segment 8, and the spell would take effect in the
following round.

If the caster is successfully attacked, either by close or missile combat, the
attacker must likewise roll a 5-sided die to see when their
attack landed.  If it lands during one of the casting segments, the spell is
spoiled.

Here's the good news (for spell casters, anyway.) If they cast a spell,
successfully or not, and wait for the effects to take place, they could cast
another spell in the same round, if there is sufficient time to do so.  IOW,
in the example above, where Jozan cast the 3 segment spell in the first half
of the round, and it landed on segment 6:  if he had another spell to cast
that took 4 or less segments to cast, he could start casting on segment 7. If
it took 5 segments or more, he'd have to wait until the next round to start.

A slight alternative would be to say that the caster (just the caster, not his
whole party) both wins AND loses initiative.  IOW, the caster rolls the d5 in
the first half of the round as described above, but any opponent can attack
the caster in the first half of the round, regardless of whether their side
got the initiative for that round.

Another possiblity would be for the attacker to CHOOSE which size die, from d5
to d10 to determine when their attacks land.  Of course, an attacker with
multiple hits per round, such as an archer, would have to roll d5 twice, one
for each half of the round.

So whaddya think?

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 10         Tue Dec 11, 2001
SYNDICOMM [Sheppy]           at 00:02 PDT

Too much reading.  Do it how you like, I'm fine with that. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 5  [MOVED]
Message 11         Tue Dec 11, 2001
TCOMPTER                     at 06:12 PDT

Sheppy quoth...
> Too much reading.  Do it how you like, I'm fine with that. :)

ok, but you should really read #81, at least.  :)  Basically, it reminds us
that when Mialee is using her bow, she attacks first AND last in the round.

___    _          _ _
(_he _/_)ungeon _/|/|_aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 12         Tue Dec 11, 2001
SYNDICOMM [Sheppy]           at 12:22 PDT

Yum :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 5  [MOVED]
Message 13         Thu Dec 13, 2001
KWS                          at 20:05 PDT

Eeek, all that eplaining is hurting my brain!  Ignorance was bliss!

:-)

Seriously, that's a good explanation.  I'll reread it in a couple days just to
be safe, though.

 ------------
Category 12,  Topic 5  [MOVED]
Message 14         Fri Dec 14, 2001
TCOMPTER                     at 05:49 PDT


> Eeek, all that eplaining is hurting my brain!  Ignorance was bliss!

hehe, you should have seen it before I trimmed it down. I had several
example scenarios that I decided to pull out  :)

_________
  | homas

 ------------
Category 12,  Topic 5  [MOVED]
Message 15         Wed Jul 03, 2002
TCOMPTER                     at 09:34 PDT

 In my effort to have more of the references easily at hand during play, I've
developed this list of AVERAGE prices for the Kingdom of Mercia.  I have made
some adjustments in some of the prices from the original source.

For those who might be curious as to how I made the adjustments, I multiplied
the g.p. value by 80 to arrive at a comparable "modern $ cost."  IOW, I'm
making the assumption that the 1.6 oz g.p. is worth 80 modern dollars.

While I realize that this does not reflect the true value of gold in the
modern world, it does allow for comparison between items.  These values are
shown in the far right column, but have no meaning to the actual campaign.

If you think that $320,000 is a bit high for a suit of Full Plate Armor,
consider that in the medieval era, only the richest 1% of the population (the
nobles) could possibly have afforded such luxurious armor.   The table below
also reflects the Armor Class system being used in this campaign, with AC 10
being "no armor" and INCREASING from there to AC 20 for "Full Plate + Shield"
and beyond as necessary.

Also remember that prices may be higher or lower depending on where you are.



         Item                          Cost     "Modern"
Armor                                            $ Cost
=======================================================
Armor
Type
11   Shield, small, wooden             1  g.p.       80
11   Shield, small                    10  g.p.      800
11   Shield, large                    15  g.p.     1200
11   Shield, Buckler                   5  g.p.      400
12   Padded                            4  g.p.      320
12   Leather                           5  g.p.      400
13   Studded Leather                  15  g.p.     1200
13   Ring Mail                        30  g.p.     2400
14   Scale Mail                       45  g.p.     3600
15   Chain Mail                       75  g.p.     6000
16   Bronze Plate                    100  g.p.     8000
16   Splint Mail                      80  g.p.     6400
16   Banded Mail                      90  g.p.     7200
17   Plate Mail                      400  g.p.    32000
18   Field Plate                    2000  g.p.   160000
19   Full Plate                     4000  g.p.   320000
     Helmet, small                    10  g.p.      800
     Helmet, great                    15  g.p.     1200

Arms
=======================================================
     Aklys                             2  g.p.      160
     Arrow, normal, dozen              1  g.p.       80
     Arrow, normal, single             2  s.p.        8
     Arrow, silver, single             1  g.p.       80
     Atlatl                            1  g.p.       80
     Axe, battle                       5  g.p.      400
     Axe, hand or throwing             1  g.p.       80
     Bardiche                          7  g.p.      560
     Bec de corbin                     6  g.p.      480
     Bill-Guisarme                     6  g.p.      480
     Blowgun                          20  g.p.     1600
     Blowgun Needle                    1  g.p.       80
     Bow, composite short             75  g.p.     6000
     Bow, composite, long            100  g.p.     8000
     Bow, long                        60  g.p.     4800
     Bow, short                       15  g.p.     1200
     Buckler, Spiked                  10  g.p.      800
     Caltrop                           2  s.p.        8
     Crossbow, Hand                   50  g.p.     4000
     Crossbow, heavy                  20  g.p.     1600
     Crossbow, light                  12  g.p.      960
     Dagger and scabbard               2  g.p.      160
     Dart                              5  s.p.       20
     Fauchard                          3  g.p.      240
     Fauchard - Fork                   8  g.p.      640
     Flail, footman's                  3  g.p.      240
     Flail, horseman's                 8  g.p.      640
     Fork, Military                    4  g.p.      320
     Garrot                            1  e.p.       40
     Glaive                            6  g.p.      480
     Glaive-Guisarme                  10  g.p.      800
     Guisarme                          5  g.p.      400
     Guisarme-Voulge                   7  g.p.      560
     Halberd                           9  g.p.      720
     Hammer                            1  g.p.       80
     Hammer, Lucern                    7  g.p.      560
     Harpoon                           5  g.p.      400
     Hook Fauchard                     6  g.p.      480
     Javelin                          10  s.p.       40
     Knife & Scabbard                  1  g.p.       80
     Lance                             6  g.p.      480
     Lasso                             5  s.p.       20
     Mace, footman's                   8  g.p.      640
     Mace, horseman's                  4  g.p.      320
     Man Catcher                      25  g.p.     2000
     Morning Star                      4  g.p.      320
     Partisan                         10  g.p.      800
     Pick, Military, footman's         8  g.p.      640
     Pick, Military, horseman          5  g.p.      400
     Pike, awl                         3  g.p.      240
     Quarrel (or Bolt), heavy, Score   2  g.p.      160
     Quarrel (or Bolt), light, single  1  s.p.        4
     Quarrel, Hand Crossbow, 2 doz     5  g.p.      400
     Ranseur                           4  g.p.      320
     Sap                               3  s.p.       12
     Scimitar                         15  g.p.     1200
     Sling & Bullets, dozen           15  s.p.       60
     Sling Bullets, score             10  s.p.       40
     Sling, Staff                      2  g.p.      160
     Spear                             1  g.p.       80
     Spetum                            3  g.p.      240
     Sword Khopesh                    10  g.p.      800
     Sword, bastard,& scabbard        25  g.p.     2000
     Sword, broad, & scabbard         10  g.p.      800
     Sword, Falchion & Scabbard       10  g.p.      800
     Sword, long & scabbard           15  g.p.     1200
     Sword, short & scabbard           8  g.p.      640
     Sword, two-handed                30  g.p.     2400
     Trident                           4  g.p.      320
     Voulge                            2  g.p.      160
     Whip                              3  g.p.      240

Clothing
=======================================================
     Belt                              3  s.p.       12
     Boots, high, hard                 2  g.p.      160
     Boots, high, soft                 1  g.p.       80
     Boots, low, hard                  1  g.p.       80
     Boots, low, soft                  8  s.p.       32
     Cap                               1  s.p.        4
     Cloak                             5  s.p.       20
     Girdle, broad                     2  g.p.      160
     Girdle, normal                   10  s.p.       40
     Hat                               7  s.p.       28
     Robe                              6  s.p.       24

Herbs
=======================================================
     Belladona, sprig                  4  s.p.       16
     Garlic, bud                       5  c.p.        2
     Wolvesbane, sprig                10  s.p.       40

Livestock
=======================================================
     Chicken                           3  c.p.        1
     Cow                              10  g.p.      800
     Dog, guard                       25  g.p.     2000
     Dog, hunting                     17  g.p.     1360
     Donkey                            8  g.p.      640
     Goat                              1  g.p.       80
     Hawk, large                      40  g.p.     3200
     Hawk, small                      18  g.p.     1440
     Horse, draft                     30  g.p.     2400
     Horse, heavy war                300  g.p.    24000
     Horse, light war                150  g.p.    12000
     Horse, medium war               225  g.p.    18000
     Horse, riding (light)            25  g.p.     2000
     Mule                             20  g.p.     1600
     Ox                               15  g.p.     1200
     Pigeon                            2  c.p.        1
     Piglet                            1  g.p.       80
     Pig                               3  g.p.      240
     Pony                             15  g.p.     1200
     Sheep                             2  g.p.      160
     Songbird                          4  c.p.        2

Miscellaneous Equipment & Items
=======================================================
     Backpack, leather                 2  g.p.      160
     Box, iron, large                 28  g.p.     2240
     Box, iron, small                  9  g.p.      720
     Candle, tallow                    1  c.p.        0
     Candle, wax                       2  s.p.        8
     Case, bone, map or scroll         5  g.p.      400
     Case, leather, map or scroll     15  s.p.       60
     Chest, wooden, large              2  g.p.      160
     Chest, wooden, small             15  s.p.       60
     Lantern, bullseye                 1  g.p.       80
     Lantern, hooded                  15  s.p.       60
     Mirror, large metal               6  g.p.      480
     Mirror, small, silver             5  g.p.      400
     Oil, flask of                     1  g.p.       80
     Pole, 10'                         3  s.p.       12
     Pouch, belt, large                5  s.p.       20
     Pouch, belt, small               15  s.p.       60
     Quiver, 1 doz. arrows cap.        8  s.p.       32
     Quiver, 1 score arrows cap.      12  s.p.       48
     Quiver, 1 score bolts cap.       15  s.p.       60
     Quiver, 2 score bolts cap.        1  g.p.       80
     Rope, 50'                         4  s.p.       16
     Sack, large                      16  c.p.        6
     Sack, small                      10  c.p.        4
     Skin for water or wine           10  s.p.       40
     Spike, iron, large                1  c.p.        0
     Thieves' picks & tools           30  g.p.     2400
     Tinder Box, with flint & steel    1  g.p.       80
     Torch                             1  c.p.        0

Provisions
=======================================================
     Ale, pint                         1  s.p.        4
     Beer, small, pint                 5  c.p.        2
     Food, merchant's meal             3  s.p.       12
     Food, rich meal                   1  e.p.       40
     Grain, horse meal, 1 day          1  s.p.        4
     Lodging, 1 day, no meals          1  g.p.       80
     Lodging, 1 week, with Meals       5  g.p.      400
     Mead, pint                        5  s.p.       20
     Rations, iron, 1 week             5  g.p.      400
     Rations, standard, 1 week         3  g.p.      240
     Wine, pint, good                  1  e.p.       40
     Wine, pint, watered               5  s.p.       20

Religious items
=======================================================
     Beads, Prayer                     1  g.p.       80
     Incense, stick                    1  g.p.       80
     Symbol, Holy*, iron               2  g.p.      160
     Symbol, Holy*, silver            50  g.p.     4000
     Symbol, Holy*, wooden             7  s.p.       28
     Water, Holy*, vial               25  g.p.     2000

Tack and Harness
=======================================================
     Barding, chain                  250  g.p.    20000
     Barding,leather                 100  g.p.     8000
     Barding, plate                  500  g.p.    40000
     Bit and Bridle                   15  s.p.       60
     Harness                          12  s.p.       48
     Saddle                           10  g.p.      800
     Saddle Bogs, large                4  g.p.      320
     Saddle Bogs, small                3  g.p.      240
     Saddle Blanket                    3  s.p.       12

Transport
=======================================================
     Barge (or Raft), small           50  g.p.     4000
     Boat, sma 11                     75  g.p.     6000
     Boat, long                      150  g.p.    12000
     Cart                             50  g.p.     4000
     Galley, large                25,000  g.p.  2000000
     Galley, small                10,000  g.p.   800000
     Ship, merchant, large        15,000  g.p.  1200000
     Ship, merchant, small         5,000  g.p.   400000
     Ship, war                    20,000  g.p.  1600000
     Wagon                           150  g.p.    12000


____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 5  [MOVED]
Message 16         Fri Jul 05, 2002
TCOMPTER                     at 09:11 PDT

I'm pretty psyched about the improvements I've made to my Adventuring
Spreadsheet.  It should make combat resolution in future gaming sessions MUCH
smoother and faster.

Even using the simplified Roll + bonus < opponent AC, I still had to think,
with each roll that the players made: "What is the character's bonus?  Does
the character have proficiency with that weapon? What is the adjustment for
the weapon?  Is there a racial bonus with that weapon? "   It was straining my
brain.

I've adjusted the combat sheet so that it lists the characters and every
single monster/encounter in the adventure.  Now all I have to do is enter the
row on which a given monster appears next to the character's name, and the
next 2 cells compute what the character needs to hit the monster, and what the
monster needs to hit the character.

It includes adjustments for Weapon adjustment vs. the opponent's Armor _Type_,
Bonus's for strength, dexterity, special racial bonus's for weapon type, etc.

The trick that finally clicked in my head to make it possible was to have a
line not just for each character, but a line for each character/weapon
combination.

Between that and Excel's ever-so-useful "Offset" function, I was able to make
it work.

If anyone is interested in seeing it, I can email you a copy, suitably
sterilized.  :)

____   __          _ _
 ||he  ||)ungeon  //\/\aster


 ------------
Category 12,  Topic 5  [MOVED]
Message 17         Tue Mar 30, 2004
TCOMPTER [TheDM]             at 14:56 PDT

I while back, I posted a fairly long message about how magic spells ought to
be handled in combat.  Since then, I've looked in the DMG, and after
struggling for a while to understand what it meant, I realized that they
really had a simpler system for adjudicating attacks against spellcasters.

from the DMG:

Use the following procedure for spells cast during melee:
1. Spell casters must note what spell they intend to cast at the beginning
of each round prior to any knowledge of which side has initiative.

/---
This will be the tough part to remember to do.
---/

2. Attacks directed at spell casters will come on that segment of the round
shown on the opponent's or on their own side's initiative die, which-
ever is applicable. (If the spell caster's side won the initiative with a
roll of 5, the attack must come then, not on the opponent's losing roll of
4 or less.) Thus, all such attacks will occur on the 1st-6th segments of the
round.

/---
DM's note:  For some reason, I had a hard time figuring out what was meant
by "whichever is applicable."  Finally, I got it.  It's simply refering to
the _winning_ initiative roll, regardless of whether the spellcaster's side
or the other side wins.
All spell casting starts in segment one, and opponents attacking spellcasters,
regardless of the results of the initiative roll, will get to strike in the
first half of the round, on the segment indicated by the winning roll.
If the spellcaster is casting a short spell, all is well. However, a spell
which takes several segments to cast has a chance of being interrupted.
In fact, this implies that a one-segment spell cannot be interrupted, since by
definition, a 1 on the die roll cannot win an initiative roll, unless both
sides roll a 1.
A quick perusal of lower level spells shows that as a rule of thumb, Magic
Users and Illusionists can cast most of their combat type spells in the same
number of segments as the level of the spell they're trying to cast.  Clerics
are a bit slower, taking 5 segmetns for most first level spells, and Druids
can usually cast them in 3.   This varies spell by spell, though so check your
listings.
NOTE:  A Cure Light Wounds is a 5-segment spell, so it is almost guaranteed to
be interrupted if cast on a party member still in combat, since that would
normally expose the cleric to attacks from the enemy.
 ---/

3. Intelligent monsters able to recognize the danger of spells will direct
attacks against spell casters if not engaged by other opponents so as to
be prevented from so doing.

/---
This means that good blocking formation is really important to prevent the
occasional orc from slipping through to get to your spellcasters.
---/

4. The spell caster cannot use his or her dexterity bonus to avoid being hit
during spell casting; doing so interrupts the spell.

5. Any successful attack, or non-saved-against attack upon the spell caster
interrupts the spell.

Because spell casting will be so difficult, most magic-users and clerics will
opt to use magical devices whenever possible in melee, if they are wise.


--------------------
So I'd like to try this out in our next session.  Any comments?  I think I'd
STILL give spellcasters the opportunity to cast twice in a round (like missile
combat) as long as both spells were <=  5 segment spells.


____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 5
Message 19         Mon Jun 14, 2004
TCOMPTER [TheDM]             at 11:48 PDT



Chant:  The 1st Edition Player's Handbook lists the Chant spell as having a
casting time of one turn (10 minutes). To my mind, that makes the spell almost
worthless, since  how often would you know 10 minutes ahead of time that you're
going to be engaged in combat?  Furthermore, its more powerful cousin, the
Prayer spell has a casting time of only 6 segments, so I've decided that what
is printed in the PH is a typo. Therefore, in this campaign, the 2nd level
Chant spell will require 1 round to cast, and will take effect in the round
following the initial casting.  The cleric will have to continue chanting as
long as he wants the effect to stay in effect.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 20         Wed Jul 07, 2004
TCOMPTER [TheDM]             at 19:04 PDT

Ok, I've mixed and matched ideas from 1st edition and 2nd edition and my own
ideas, and have come up with a totally new version of the Identify spell.
Overall, I don't think there will be too many complaints.  Using the strict
interpretation of the 1st edition rules, a 5th level MU has only a 16% chance
of finding out some info about an item.  I thought that was unreasonable, and
the 2nd edition rules moved too fast, so here is the happy medium.

____  ___         _ _
.||he ||_)ungeon //\/\aster

[[ Identify ]]
(Divination)

Range: 0
Area of Effect: 1 item/level
Casting Time: Special
Duration: 1 rd./level
Components: V, S, M
Saving Throw:None

When an identify spell is cast, magical items
subsequently touched by the wizard can be identified. The eight hours
immediately preceding the casting of the spell must be spent purifying the
items and removing influences that would corrupt and blur their magical auras.
If this period is interrupted, it must be begun again. When the spell is cast,
each item must be handled in turn by the wizard. Any consequences of this
handling fall fully upon the wizard and may end the spell, although the wizard
is allowed any applicable saving throw.

The chance of learning a piece of information about an item is equal to
 _____________________________________
|                                     |
|  25% + 5% per level of the caster.  |
|_____________________________________|

Only one function of a multifunction item is discovered per handling (i.e., a
5th-level wizard could attempt to determine the nature of five different
items, five different functions of a single item, or any combination of the
two; likewise, the spell caster will be able to handle one potion per segment
of spell effect, and have the same % chance to know what the potion does). If
any attempt at reading fails, the caster cannot learn any more about that item
until he advances a level. Note that some items, such as special magical
tomes, cannot be identified with this spell.


The item never reveals its exact attack or damage bonuses, although the fact
that it has few or many bonuses can be determined. If it has charges, only a
general indication of the number of charges remaining is learned: powerful
(81% - 100% of the total possible charges), strong (61% - 80%), moderate (41%
- 60%), weak (6% - 40%), or faint (five charges or less). The faint result
takes precedence, so a fully charged ring of three wishes always appears to be
only faintly charged.

After casting the spell and determining what can be learned from it, the
wizard loses 8 points of Constitution. He must rest for one hour to recover
each point of Constitution. If the 8-point loss drops the spellcaster below a
Constitution of 1, he falls unconscious. Consciousness is not regained until
full Constitution is restored, which takes 24 hours (one point per three hours
for an unconscious character).

The material components of this spell are a pearl (of at least 100 gp value)
and an owl feather steeped in wine; the infusion must be drunk prior to
spellcasting. If a luckstone is powdered and added to the infusion, the
divination becomes much more potent: Exact bonuses or charges can be
determined, and the functions of a multifunctional item can be learned from a
single reading. At the DM's option, certain properties of an artifact or relic
might also be learned.


 ------------
Category 12,  Topic 5
Message 21         Wed Jul 07, 2004
SYNDICOMM [Sheppy]           at 19:12 PDT

Man, we need some luckstone. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 5
Message 22         Thu Jul 15, 2004
TCOMPTER [TheDM]             at 08:38 PDT


Sheppy Mentioned:
> Man, we need some luckstone. :)

Considering that a Luckstone has a value of 25,000 g.p., I'm not sure that this
is a worthwhile use for one  :)

Unless I'm missing something, and there is a differentiation between
'luckstone' and 'Luckstone.'

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 23         Tue Jul 20, 2004
TCOMPTER [TheDM]             at 07:27 PDT

<sigh>
There's always another typo.  I failed to catch this difference in the Identify
spell mentioned uptopic.

In the second paragraph, the sentence that says:

"likewise, the spell caster will be able to handle
 one potion per segment of spell effect, and have
 the same % chance to know what the potion does)."

really should have said:

"likewise, the spell caster will be able to handle
 one potion per **round** of spell effect, and have
 the same % chance to know what the potion does)."

In my version, the duration is in rounds instead of segments.
_____ ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 24         Fri Aug 20, 2004
TCOMPTER [TheDM]             at 13:56 PDT


You know, I've been doing some looking at the spell lists lately, and noticed
some anomolies in the Cleric spells.  Thinking it must have been a mistake in
the first edition that got overlooked, I checked Unearthed Arcana, and even the
2d Edition Player's Handbook, and they STILL hadn't fixed it.  (I don't know if
they finally caught it in the 3rd edition -- I don't have that rulebook.)

What's wrong with this picture?  (Excerpt from Clerical Spell List:)

Level 1 Spells  (Available to all Clerics)
--------------
Cure Light Wounds  (Cures 1d8 of wound or injury damage)

Level 2 Spells  (Available to 3rd level Clerics)
--------------
Slow Poison        <=== note lack of cure wounds  spell

Level 3 Spells  (Available to 5th level Clerics)
--------------
Cure Blindness
Cure Disease     (Cures any "natural" diseases)
Remove Curse     <=== note lack of cure wounds  spell

Level 4 Spells  (Available to 7th level Clerics)
--------------
Cure Serious Wounds  (Cures 2d8+1 of wound or injury damage)
Neutralize Poison

Level 5 Spells  (Available to 9th level Clerics)
--------------
Cure Critical Wounds  (Cures 3d8+3 of wound or injury damage)
Raise Dead  (Brings back a person dead for 1 day/level of caster)

Level 6 Spells  (Available to 11th level Clerics)
--------------
Heal  (Cures _all_ wounds -1d4, plus Cures Disease and Blindness and reverses a
feeblemind spell)

Level 7 Spells  (Available to 16th level Clerics)
--------------
Regenerate     (as in regenerating lost limbs, etc.)
Restoration    (Restores "life energy levels" drained by undead attack)
Resurrection   (Brings back a person dead for 1 YEAR/level of caster)


Now wait a minute.  Cure Critical Wounds is the SAME level as RAISE DEAD????
Why would anybody carry a CCW if they can carry a Raise Dead? Just wait for
your buddy to die, and then raise him!

And HEAL is a _HIGHER_ level spell than Raise Dead???
How can that be? It makes no sense.
Why is it tougher to regenerate a lost limb than to raise the dead?

So for the Mercia campaign, we're going to make some adjustments.  Here is the
list I'm planning to use; I've marked the ones I've 'moved' with *****

Level 1 Spells  (Available to all Clerics)
--------------
Cure Light Wounds

Level 2 Spells  (Available to 3rd level Clerics)
--------------
Cure Serious Wounds  *****
Slow Poison

Level 3 Spells  (Available to 5th level Clerics)
--------------
Cure Blindness
Cure Critical Wounds  *****
Cure Disease
Remove Curse

Level 4 Spells  (Available to 7th level Clerics)
--------------
Heal   *****          (This has to be easier than Restoration)
Neutralize Poison
Regenerate     *****   (I think this is on par with Heal)

Level 5 Spells  (Available to 9th level Clerics)
--------------
Restoration  *****  (This has to be easier than raising the dead)

Level 6 Spells  (Available to 11th level Clerics)
--------------
Raise Dead   *****

Level 7 Spells  (Available to 16th level Clerics)
--------------
Resurrection


I think that the modified list is a much more logical progression of "power"
required.

Naturally, I'd welcome some comment on these changes, especially if someone has
a logical reason it might have been the other way.  If I get none, then
consider them in place for our next session.

BTW, if you'll notice, the only spell that went UP a level as part of these
changes is Raise Dead.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster



 ------------
Category 12,  Topic 5
Message 25         Wed Apr 27, 2005
TCOMPTER [TheDM]             at 11:55 PDT

Continuing a conversation from CAT 5, Topic 1, let's get specific.

I'm considering allowing some customization of the thieves' abilities (only
applies to Pengo at the moment, but anyone can weigh in with an opinion).

Here is the proposed new rule, which would be in effect henceforth, but not
backdated:

Each time the thief rises a level in experience, the player receives another 15
points to distribute. No more than 10 points per level can be assigned to a
single skill, and no skill can be raised above 99 percent, including all
adjustments for Dexterity, race, and armor. This would simulate the thief's
training between adventures.

The DM will assign another 15 points, distributed proportionally based on the
application of skills used (successfully or not) during the most recent
adventure.  This would simulate the thief's real experience.

Comments?
____  ____         _ _
.||he _||_)ungeon //\/\aster
 ------------
Category 12,  Topic 5
Message 26         Wed Apr 27, 2005
SYNDICOMM [Sheppy]           at 19:36 PDT

Well, of course I'm all for it. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 27         Thu Apr 28, 2005
TCOMPTER [TheDM]             at 07:18 PDT


Hee, hee, I didn't think you'd mind.  :)

Actually, I guess I'd make the DM allotment of points first, and allow the
player's allotment afterward.

_____ ____          _  __
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 5
Message 28         Thu Apr 28, 2005
TCOMPTER [TheDM]             at 10:46 PDT

Well, Roger, I've found a reference that supports your view of the Battle-Axe.
From the 2d Edition _Arms_and_Equipment_Guide_:  (I've denoted the important
parts with paired ///.)

Battle Axe

        Contrary to popular artwork, the most common version of the battle axe
is a stout pole about four feet in length with a single-edged, trumpet-shaped
blade mounted on one end. Battle axes are also called broad axes.
        The battle axe is a footman's weapon, giving these soldiers a longer
reach and a fighting chance against mounted opponents. Its long handle allows
the wielder to put considerable force into his swing.
        ///Despite the shaft length, a battle axe is a one-handed weapon.///
        The typical dwarven battle axe is a double bladed weapon, usually with
a spiked top. Dwarves favor these weapons since the long handles compensate
somewhat for the shorter dwarven stature, especially against large humanoid
opponents.
        ///They are often wielded with two hands.///
        In many dwarven cultures, the battle axe is a symbol of dwarven might.
        A thrust with the spiked head of a battle axe inflicts 1d3 hit points
of damage.
        Dwarves are not the only race that favors the battle axe. Gnolls often
are encountered with battle axes. Troglodytes use a stone version of the battle
axe, with all of the disadvantages of stone weapons (i.e., prone to chipping
and shattering).
        ///Two-handed battle axes have the same statistics as the bardiche. ///
 They are called "great axes."

---<snip>---

        The dwarven battle axe design is based on an actual design by the
Swiss, who called their version the mordaxt.

So, I'll let Mordin make the choice: fight one-handed for the listed damage for
the battleaxe, (d8/d8) or fight two handed, and get the damage of the Bardiche
(2d4/3d4).   Furthermore, he can make the choice on the fly -- I'll just add
another line to my matrix.

____  ____            _ _
.||he _||_)ungeon //\/\aster


 ------------
Category 12,  Topic 5
Message 29         Thu Apr 28, 2005
SCHNORENBERG [Roger]         at 16:58 PDT

> No more than 10 points per level can be assigned to a single skill, and no
skill can be raised above 99 percent, including all adjustments for Dexterity,
race, and armor.

While it is nice to be able to tailor your character's thief abilities to fit
your perception of the character, the 99% cap will hurt the character in the
long run.  A review of the 'Thief Function Table' (PHB p. 28) shows that the
BASE chance for most skills reaches or exceeds 99% before adjustments for
Armor, Dexterity, or Race.  As an example, if there are no changes to his
current armor, dexterity, or race, Pengo's Pick Pockets and Move Silently
skills will exceed 99% when he reaches 11th level.

I would propose that the base chance for skills be capped at the upper limits
of the 'Thief Function Table' (17th level) BEFORE adjustments for Armor,
Dexterity, and Race.  This will allow more flexibility in character development
while still retaining the flavor and game balance of the 1st edition thief
class.

In addition I would suggest that the DM can award some or all of his 15 points
to skills that have reached the cap (which ever it might be).  These points
would effectively be lost.  This might be done if, in the DM's view, the only
skills used were ones that have reached the cap.

Roger

 ------------
Category 12,  Topic 5
Message 30         Thu Apr 28, 2005
TCOMPTER [TheDM]             at 19:41 PDT

I can go along with that, especially give the reduction in chances that come
from trying to pick the pocket of a higher level character.

Speaking of which, that's one thing where the 1st Edition rules are much
clearer and more sensible than the 2d edition.

As a reminder - The victim's level reduces the chance for success by 5%
per level over 3.  And if the roll is 21% higher than required, the
attempt is noticed.

Example:  Pengo tries to pick the pocket of a rich-looking merchant in
Byrne. He figures he has a 65% chance of success.

However, the merchant is really an illusionist of 6th level, so Pengo's real
chance of success is 50%. If he rolls under 50, he gets the grab.  51-70, and
he missed, but didn't get noticed.  Over 70 on his die roll, and the
illusionist noticed the attempt, and screams for the city watch.

____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 31         Mon May 09, 2005
TCOMPTER [TheDM]             at 14:14 PDT

Further ruminations on the thief's abilities.

A careful study of the 1st Edition Thieves' Table reveals that the average
increase in abilities is generally more than the 30 percentage points I
mentioned uptopic, so giving Pengo a mere 30 points per level would ALSO be
cheating him.

In the following table, % Increase indicates the total number of percentage
points that the thief's scores increase at each level, according to the
Players' Handbook, and Avg % increase indicates the running average increase in
total ability percentage scores.  Note the sharp dip from 15th level up.  This
reflects the intent for all abilities to level off by the 17th level.

Thief      %        Avg %
Level   Increase  Increase

  2       27
  3       32         30
  4       47         35
  5       41         37
  6       36         37
  7       42         38
  8       36         37
  9       43         38
 10       42         38
 11       46.1       39
 12       41.1       39
 13       39.1       39
 14       29.1       39
 15       37.1       38
 16       26.1       38
 17       12.1       36

So I would amend my previous proposal to say that for each level that Pengo
goes up from now on, the DM will distribute 15 points based on skills actually
used on the adventure, and Pengo will have _23_ points to distribute based on
his training between adventures (IOW, where he wants them).  This gives 38
points total per level, which is close to the average.

Caveats:

1) At 16th level, Pengo will get only 15 points to distribute, and at 17th
level, he will only get 5.

2) Points are awarded against the base scores, and racial, dexterity and armor
adjustments still apply. Base scores are capped at the level shown in the PH
for 17th level.

3) In order to raise his _base_score_ in wall climbing above 99%, he will have
to spend 1 of his points to gain 1/10 of a percentage point improvement.  Note
that after racial adjustments are included, this effectively means it will be
very difficult for Pengo to ever get better than 84% at climbing walls.

BTW, I fear I've been too lax on Pengo's ability to open locks and find traps.
I believe that in the past I've occasionally allowed him to take a second shot
at a given lock.  This is clearly not allowed per Page 28 of the PH.

_____ ____          _  __
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 5
Message 32         Tue May 10, 2005
SYNDICOMM [Sheppy]           at 21:19 PDT

Hm, I didn't notice that thieves can't try again at a given lock.

I have to say that doesn't make a ton of sense.  In real life, you can keep
trying until you either break the lock, open it, or simply give up. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 33         Wed May 11, 2005
TCOMPTER [TheDM]             at 06:34 PDT


> In real life, you can keep trying until you either break the lock,
> open it, or simply give up. :)

OTOH, allowing the thief to keep rolling indefinitely would result in any thief
being able to open almost any lock.

For instance, take a 1st level thief, who has a 25% chance of opening any given
lock.  That means that he has a 75% chance of NOT opening it.

However, if you give him a second chance, or more...  well, by the tenth try,
his chance of opening the lock is up to 94%!  (1-.75^10).

So I'd have to say that the percent chance includes the possibilities of trying
again and again.  If the thief doesn't make it, the lock just has some trick of
construction that the thief hasn't experienced yet.

As an aside, when you were in the Thieves' guild of Cham, every time Pengo
succeeded in finding a trapped door, I increased his chance for finding them by
5-10%, since the traps were all similar.  Of course, that only applied to the
traps in that building.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 34         Wed May 11, 2005
SYNDICOMM [Sheppy]           at 09:39 PDT

I think it would make more sense for each attempt to open the same lock, you
have a chance of breaking your pick if you fail.

For example, if you have a 20% chance of successfully picking a lock, maybe if
you fail, you have a 40% chance (100%-20%)/2 of breaking your pick.

That would give a thief pause in terms of how many times they're willing to
attempt to pick a lock.

But that's just the way I'd design the rules. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 35         Fri May 13, 2005
KGAGNE [Ken]                 at 04:20 PDT

A decreasing percentage of opening a lock seems reasonable for repeated
attempts.

Levelling up and boosting base abilities are supposed to represent a growth in
knowledge and skill.  Continuously attempting to open the same lock at the
same level suggests the thief is applying the same knowledge, skill, and
methods repeatedly - despite such failing the first time.  It's akin to
banging one's head against a wall. :)

-Ken

 ------------
Category 12,  Topic 5
Message 36         Fri May 13, 2005
SYNDICOMM [Sheppy]           at 22:36 PDT

I disagree, Ken.  Each attempt to do something results in some added knowledge.

For example, if I'm trying to swing a baseball bat and hit a ball that's
pitched to me, it's not like I suck the same amount all day, but the next time
I come out, I'm suddenly better.

Each attempt is a learning experience.  I swing, and adapt my stance, my grip,
my aim, and so forth for the next attempt.

Every try is worthwhile.

That's how real life works.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 37         Mon May 16, 2005
KGAGNE [Ken]                 at 07:43 PDT

Those examples are true, Sheppy.  But if I have to take a physics exam, it
doesn't matter how many times I take the exam or how long I sit and stare at
it - I'm not going to pass until I go back to thieving school and take a
physics class.

Both metaphors are accurate, IMHO.

-Ken

 ------------
Category 12,  Topic 5
Message 38         Wed May 18, 2005
SYNDICOMM [Sheppy]           at 04:27 PDT

I'm not sure I agree with you on the physics exam example, Ken.  Every time you
take a tast, you get a little more time to think about the problems and figure
out how to solve them.  The more times you take it, the more likely you are to
figure out the right way to solve the problems.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 39         Wed May 18, 2005
KGAGNE [Ken]                 at 05:03 PDT

Sheppy,

My officemate tells me this is a classic argument of kinesthetic vs. visual
vs. auditory learning, and that all have their merits.

As a teacher, I can say that there are some students who will likely never get
a physics exam correct without the opportunity for outside, educational input
or experience.  Of course, every student is different.

-Ken

 ------------
Category 12,  Topic 5
Message 40         Thu May 19, 2005
KWS                          at 08:17 PDT

if a physics exam asks for something you don't know, given enough time, you
might be able to logically deduce an answer based on other information, but
there's also a pretty good chance that you'll never know (or guess) the answer
no matter how much time you spend on it.  And more likely to jam the lock or
convince your professor that you slept though class.

I think you could consider rolling a proxy for what type of lock it is.  Being
able to open doors with your credit card or steal bikes with a pen doesn't
mean you can crack a safe.  However, if you level up, talk to your theive
buddies back at the guild, and practice, you might learn more types of locks
to pick.

Kelvin

 ------------
Category 12,  Topic 5
Message 41         Thu May 19, 2005
SYNDICOMM [Sheppy]           at 12:55 PDT

I'd argue, though, that intellectual knowledge, and physical skills such as
picking locks, are not really the same thing.

Knowledge comes through a combination of practice and education, with an
emphasis on education.

Physical skills come through a combination of practice and education, but
practice plays a much greater role.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 42         Wed Jul 13, 2005
TCOMPTER [TheDM]             at 13:30 PDT

I've been working through the rules in Unearthed Arcana (Page 106) for
weaponless combat (Pummeling, Grappling and Overbearing) and something just
doesnt' make sense.

In the section on Pummeling, they have this to say:

"Shields and bonuses from magic armor are _not_ taken into account in
determining the vulnerability of the target.
In figuring the effective armor class of an opponent when pummeling, ignore any
bonus for the defender from a shield, unless that shield is a buckler or some
item that is similarly easily wielded. The defender does receive any magic and
dexterity bonuses that apply. If armor class adjustments are used, consider all
pummeling attacks to be as with 'fist or open hand.' "

It says something similar in the Grappling section.

And the section on Overbearing says this:
"_All_ defensive bonuses are considered in determining a creaturebs effective
armor class against being overborne."
which implies that shield's _are_ considered in this form of attack.

To me, that sounds exactly backwards.  It would seem to me that a shield would
be much MORE help in fending off a pummeling or grappling attack than in
fending off an overbearing attack.  After all, in an overbearing attack, it
wouldn't matter whether I hit you or your shield since the attack is based on
my mass and kinetic energy.

In a pummeling or grappling attack, however, a medium or large shield would be
just as useful in fending off a fist or dagger pommel as it is in defending
from an actual sword blow.

Can someone give me some sort of rationale for the rules in UA?  If not, I
think I will reverse that for the purposes of the Mercia campaign.
_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 5
Message 43         Thu Jul 14, 2005
SYNDICOMM [Sheppy]           at 14:00 PDT

Well, a large shield or whatever may impede your ability to do the kinds of
deft maneuvers needed to fend off an attack in a wrestling type of situation.
You don't have the freedom of movement with your arms, and the added weight
would slow down your response time in that kind of close, personal combat.

Plus, if you're in a grapple, it's quite possible your attacker is between you
and your shield anyway.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 44         Fri Jul 15, 2005
TCOMPTER [TheDM]             at 06:01 PDT


> Plus, if you're in a grapple, it's quite possible your
> attacker is between you and your shield anyway.

That's a good point that I would 100% accept on any but the first round of
hand-to-hand.  Maybe that's the key.  The shield bonus works only on the first
round, and after that actually reduces the AC.  Hmmm, have to think on that
one.  :)

____  ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 45         Wed Aug 17, 2005
TCOMPTER [TheDM]             at 08:50 PDT

There isn't any change here from the spell description found in Unearthed
Arcana.  I'm just listing it here for those that may not have that volume.


Melfbs Acid Arrow (Evocation)
Level: 2
Range: 30 ft (30 yards outdoors)
Duration: Special
Area of Effect: One target
Components: V, S, M
Casting Time: 4 segments
Saving Throw: Special


Explanation/Description:

By means of this spell, the magic-user creates a magic "arrow" which speeds
itself to its target as if fired from the bow of a fighter of the same level as
the magic-user casting the spell.

The arrow is equal to a +1 weapon for hit determination purposes. The effect of
a hit might inflict damage on the target even if it would not normally be
harmed by an arrow or magic weapon of only +1 value. This is due to the acid.
The arrow itself does 2-5 points of damage. The acid which gushes forth when it
hits is equal to an acid missile of 8-ounce volume (1 ft diam. area of effect,
2-8 hit points damage, plus item saving throw; splash does not apply).

The acidbs strength increases by one round's worth of damage for every 3
levels of experience of the spell caster above the 3rd, so that damage will
occur over two rounds if the spell cast is from a 4th-6th level magic-user,
unless the target can have the acid neutralized. The material components of the
spell are a dart and powdered rhubarb leaf and adder stomach.

----------------------------------------
To clarify the potentially confusing wording in the last paragraph: in each
round that the spell is in effect, the acid will do 2-8 h.p. of damage.  The
duration depends on the level of the spellcaster:

Caster    Duration
Level     (rounds)
4-6          2
7-9          3
10-12        4
13-15        5

etc...

____  ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 46         Fri Aug 26, 2005
TCOMPTER [TheDM]             at 09:37 PDT

Continued from topic 3:


> Will Voronda's HP and/or attack damage change
> over time as she grows and matures?

No, actually the stats I gave are for her full grown. (If you were to check the
Monster Manual under "_Giant_ Lynx" you would see a creature twice as powerful
as I described.)   She will probably be mature before you leave on your next
big adventure, though.

More pictures:
http://www.discoverlife.org/nh/tx/Vertebrata/Mammalia/Felidae/Lynx/rufus/
http://animaldiversity.ummz.umich.edu/site/accounts/information/Lynx_rufus.html
http://animaldiversity.ummz.umich.edu/site/resources/h_c_kyllingstad/BobcatAZSo
noraDesertMuseum_K.jpg/view.html
http://animaldiversity.ummz.umich.edu/site/resources/Grzimek_mammals/Felidae/Ly
nx_rufus.jpg/view.html
http://animaldiversity.ummz.umich.edu/site/resources/corel_cd/bobcat.jpg/view.h
tml
http://animaldiversity.ummz.umich.edu/site/resources/david_behrens/1135327.Bobc
at.jpg/view.html

Note the copyright restrictions on these pages.

In terms of enhancements to your senses, bobcats have good eyesight, hearing
and smell, so for instance, you might get a bonus 10% when you try to "Hear
Noise".  I can't think at the moment of a game situation where the sight or
smell would be used, but if you remind me at that time, I'm sure we can come up
with something. :)


_____  ___         _  _
.||he  _|_)ungeon //\//\aster



 ------------
Category 12,  Topic 5
Message 47         Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 09:47 PDT

I presume that as Voronda is tagging along on an adventure, she will be able to
alert me if she notices anything using her hearing or vision?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 48         Fri Aug 26, 2005
TCOMPTER [TheDM]             at 09:50 PDT

Absolutely.  And since she can move very quietly, she can sneak on ahead,
within reason.
_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 49         Fri Aug 26, 2005
TCOMPTER [TheDM]             at 10:14 PDT


Continued from topic 3:

> The emotional bond between us...
> how much actual communication is possible?

The bond is emotional and empathic and ALMOST telepathic.  The problem is, cats
don't really have a language, but if they did, they wouldn't necessarily have
much of a vocabulary.

I guess the best analogy I can think of is to imagine talking to a 1 to 2-year
old child.  How much can you get across to them?  How much can they get across
to YOU?

For instance, if the cat was scouting a few dozen yards ahead, and saw a room
full of orcs, the warning would be:

"Bunch of big smelly 2-leggers!"   not:

"There are 7 orcs; 2 playing cards on a bed, 3 in the corner shooting dice, and
2 sharpening their weapons. "

On commands you can give, something along the lines of "Move ahead and warn me
of danger"  or "Stay behind the group and watch for anything following" would
be appropriate, but something like "wait here until you see 3 goblins and 2
orcs pass by, then follow them, unless there is a bugbear with them, in which
case come tell me. "  would be too complex.

Some things you'll know automatically, like the whereabouts and direction of
movement of your familiar.  For instance, if the familiar is in the bushes,
you'll know precisely what direction and how far away.  If they are exploring a
warren or underground tunnel complex, you'll know when they turn left at the
4-way intersection, without any communication at all.

But -- before you start thinking of your familiar as the party's automap
feature, remember that as a neutral GOOD person, you have a great desire to
_protect_ your familiar, and not allow them into TOO much danger by themselves.
 At the same time, they naturally want to help and please you whenever they
can, if it doesn't go too much against their nature, so using their natural
abilities to the party's benefit is certainly ok.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 5
Message 50         Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 10:20 PDT

OK, that's pretty much what I thought.  I can give her basic instructions, but
nothing particularly complex.

How much trouble will she have overriding her instincts based on instructions?
If she sees a child in the street, will she obey if I remind her to leave it
alone?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 51         Fri Aug 26, 2005
TCOMPTER [TheDM]             at 10:33 PDT


> How much trouble will she have overriding her instincts based
> on instructions?

That depends on the situation.  :)

> If she sees a child in the street, will she
> obey if I remind her to leave it alone?

Sure, unless you've prevented her from eating for 3 days, or unless the child
provokes her by pulling her tail or something (which would probably cause a
reaction too fast for you to even think about commanding against anyway).

Generally though, since she HAS bonded to you, she has "voluntarily" given up
some of her freedom of action, though not all of it.

I would imagine that a bobcat living in a city would normally try to stay out
of sight for most of the day, and only prowl at night.  If she's out and about
with you during the day, she'll stick close to your side and not bother others
unless you tell her otherwise.  Think "Lassie" but feisty.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 52         Fri Aug 26, 2005
SYNDICOMM [Sheppy]           at 14:21 PDT

Excellent.  This will be fun. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 53         Wed Aug 31, 2005
TCOMPTER [TheDM]             at 10:19 PDT


Since our Magic-Users are getting up there in level, and finding lots of
spells, the issue of spell books comes to the fore.
At the risk of devolving into "roll-playing" or administrative mode, I will
offer this quick statistical summary of the different kind of spell books:

Summary of Spell Book Statistics:
           Standard     Traveling
Capacity
  1-3 Lvl      24            6
  4-6 Lvl      16            4
  7-9 Lvl       8            2

Encumbrance per Spell Level
  1-3 Lvl      19           10
  4-6 Lvl      28           15
  7-9 Lvl      56           30

Cost         1000 g.p.    500 g.p.
Time to Make 4-7 weeks   2-5 weeks
Size        16"x12"x6"   12"x6"x1"
           (1152 cu in) (72 cu in)
Weight       150 g.p.       30
Encumbrance  450 g.p.       60

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 54         Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 12:17 PDT

So a traveling spell book would only hold six spells?  That doesn't seem like
very many... hm.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 55         Wed Aug 31, 2005
TCOMPTER [TheDM]             at 12:33 PDT

Look at the relative encumbrance though.  The idea is -- the traveling spell
books are MORE expensive per spell to make, but LESS cumbersome.  In fact, for
the same encumbrance as the book you're currently carrying, you could carry
SEVEN traveling books, which could hold 42 spells.

Get the idea?

Not to mention... there are 2 types of Wizards in the world.  Those that have
backed up their spell books, and those that wish they had...  ;)

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 56         Wed Aug 31, 2005
SYNDICOMM [Sheppy]           at 12:35 PDT

Oh, I see.  And how much would it cost to make, say, two traveling spell books?

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 57         Wed Aug 31, 2005
TCOMPTER [TheDM]             at 12:40 PDT


> And how much would it cost to make, say, two traveling spell books?

It would cost 500 g.p. per book, plus the expense of the ink (150 g.p. per
spell level) for each spell you write into them.

It would take you 2d4+2 weeks to construct them.

____   ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 58         Mon Sep 12, 2005
TCOMPTER [TheDM]             at 11:19 PDT


Given the discussion last night about the mechanics of using the Melf's Acid
Arrow spell, I thought I'd do a little analysis of that compared to the trusty
old Magic Missile.

First, although Melf's Acid Arrow does require a roll to hit, it's as if a
fighter of the Magic-User's level were firing the arrow from a +1 bow.  I
considered whether the attack roll should be made against the actual armor
class of the opponent, or against AC10, or against AC10 + Dexterity bonuses.  I
decided that since the spell specifically says "like an arrow"  it would have
to be against actual AC.  Doing otherwise would open a whole can of worms with
regard to "grenade-like" missiles.  Besides, since this spell does include some
impact damage, I felt that it most likely emulates an actual physical
projectile.   And having reflected thus, it seems to me that the Magic Missile
could be considered a conjured energy weapon, while the Melf's Acid Arrow is a
conjured (physical) projectile weapon.  Hence the need to roll the "to-hit".

Anyway, how do they compare, damage wise?  Of course, Armor Class of the target
comes into play now, but against an average opponent (AC 16) they stack up like
this:

                Magic Missile                  Melf's Acid Arrow
       -----------------------------  -----------------------------------
Level  Number of                     #Rnds of
 of    Missiles                         Eff
Caster       Min   Avg   Max   Range(ft)     Min      Avg      Max   Range
 1       1    2    3.5     5    60      1     0    2.1 [ 8.5]  3.3    30
 2       1    2    3.5     5    70      1     0    2.6 [ 8.5]  3.9    30
 3       2    4    7.0    10    80      1     0    3.0 [ 8.5]  4.6    30
 4       2    4    7.0    10    90      2     0    5.4 [13.5]  8.4    30
 5       3    6   10.5    15   100      2     0    6.1 [13.5]  9.5    30
 6       3    6   10.5    15   110      2     0    6.8 [13.5] 10.5    30
 7       4    8   14.0    20   120      3     0   10.2 [18.5] 16.0    30
 8       4    8   14.0    20   130      3     0   11.1 [18.5] 17.4    30
 9       5   10   17.5    25   140      3     0   12.0 [18.5] 18.9    30
10       5   10   17.5    25   150      4     0   16.5 [23.5] 25.9    30
11       6   12   21.0    30   160      4     0   17.6 [23.5] 27.8    30
12       6   12   21.0    30   170      4     0   18.8 [23.5] 29.6    30


The Magic Missile definitely has the edge in terms of Average damage.  And it
also has the benefit of being able to select multiple targets, and look at the
range difference too!  Not to mention that the MM requires NO spell components,
whereas the Melf's Acid Arrow consumes a dart and an adder's belly (try to find
that in your local apocathery) every time it's used.

(If the Melf's Acid Arrow WAS an automatic hit, the average damage would be
about 4 more than MM as shown by the numbers in the average col in [ ].)

The only case where I think the Acid Arrow might be more advantageous is
against regenerating creatures (acid damage isn't regenerated) or against some
object that you want to splat acid on from a distance.

____  ___         _  _
.||he _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 59         Tue Sep 13, 2005
TCOMPTER [TheDM]             at 08:50 PDT

How many opponents can a single person block?

IOW, your party is facing a group that outnumbers you.  Fighters are up in
front, trying to protect the spellcasters, but the enemy would like to do an
end run around the fighters and attack the guys in back.  How many can a single
character prevent from doing so?

At one end of the scale, given a large room or open terrain, unconstrained by
close-in walls, I'd say a single character can only stop one opponent.

At the other end of the scale , in say, a 10' wide passage way, I'd say a
single character could block 2 opponents, and that's all that can fit in the
10' passage and fight side-by-side anyway.

The iffy part is in a relatively small room, like say, 20 x 30 ft.  You're
battle line is parallel to the 20' side.  How many friendlies does it take to
prevent penetration of the line?  One might conclude, given the hallway
example, that each person could "guard" 10 ft, so it would take 2 people.

But picture a 20' wide space, guarded only by 2 people.  Surely someone could
slip through that.

Thoughts? Comments?  References?

____  ____          _  _
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 5
Message 60         Tue Sep 13, 2005
SFAHEY                       at 12:27 PDT

I can only speak from my experiences of playing football as a lineman and
training in martial arts as a kid. In loose formations, we routinely block two
people by using one opponent to block the other. In tight formations, where
movement was less free, it was the opposite and blocked only one opponent
because the freedom of movement was far more restrictive. In martial arts
(Karate, Judo, Aikido) we routinely drilled by using body weapons (arms, legs,
body) and regular weapons (staff, sai, tonfa) in ways that if sufficient room
were available, even a moderately skilled defender could keep 3 people at bay.
 ------------
Category 12,  Topic 5
Message 61         Tue Sep 13, 2005
TCOMPTER [TheDM]             at 14:40 PDT


> if sufficient room were available, even a moderately skilled
> defender could keep 3 people at bay.

Sure, you can keep them away from yourself, but can you keep them from making a
big circle around to your rear?

See, I got to thinking of this because of the situation last night, where you
had two fighters defending the 20' wide room.  It seemed reasonable to me at
the time (and still does) that with two defenders across a 20' front, there
would still be room to get around them.

So my question really is: what formula do we use?  If 'F' is the width of the
front (in tens of feet, say), and 'D' is the number of defenders (that cannot
be bypassed), what is the relationship between the two?

Is it as simple as D = F?  or is it slightly more complex, say

D = F + 1     ?  or
D = F * 1.5   ?

The reason I would like to come up with a "rule of thumb" is for consistency;
because since we don't have the convenience of minatures to mark our combat
zones, I'd like to be able to know that if there are X number of defenders
still active, the guys in back are safe, etc.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster


 ------------
Category 12,  Topic 5
Message 62         Tue Sep 13, 2005
TCOMPTER [TheDM]             at 14:40 PDT


The Monk:

This may be of only passing interest, since we don't have monk player
characters, but in case we did....

I've always felt that the monk was impossibly weak to play as a player
character as described in the Player's Handbook.  If anyone were to have a monk
in my campaign, I'd make the following changes to their description.  XX--XX
indicates a strikeout, while [--] indicates an insertion.

Quoted changes to Player's Handbook:

Dexterity gives them no[rmal] armor class adjustment.

...at the topmost level a monk can have 18, albeit XXfourXX[eight]-sided, hit
dice (an average of XX45XX[81] hit points without constitution score additions,
if any) and has a good selection of weapons to choose from.

With respect to combat, monks attack on the same table as XXthievesXX[clerics].

Actually, the last change is in the DMG too, which has Monks, Clerics and
Druids all attacking on the same table.

Since the Monk is trained in martial arts, it makes sense to give them the
dexterity bonus, and more hit points than a magic user gets.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 63         Tue Sep 13, 2005
SCHNORENBERG [Roger]         at 16:11 PDT

Reply to message #58.

> First, although Melf's Acid Arrow does require a roll to hit, it's as if a
fighter of the Magic-User's level were firing the arrow from a +1 bow.

First I would like to point out that in the spell description [UA, pp. 54] it
states that the arrow is treated as a +1 weapon in terms of what it will hit.
There is no mention of any pluses for the 'bow'.

Second, I wish to advance the idea that a multi-classes Fighter/Mage should be
able to use his actual Fighter THAC0 to hit.  I should like to further point
out that this is especially apt in Mialee's case since she is in fact
proficient with the bow.

Roger.


 ------------
Category 12,  Topic 5
Message 64         Wed Sep 14, 2005
TCOMPTER [TheDM]             at 06:20 PDT

> First I would like to point out that in the spell
> description [UA, pp. 54] it states that the arrow
> is treated as a +1 weapon in terms of what it will hit.
> There is no mention of any pluses for the 'bow'.

Well, the wording of the spell is confusing.

>>> The arrow is equal to a +1 weapon for hit determination purposes.

Does this mean that the arow is +1 to hit? Or just that it CAN hit a creature
that can only be hit by magical weapons, but has no bonus "to hit"?  (there are
precedents for that possibility)

I took this to mean that the attack roll was made as though the mage were
firing a +1 arrow from a normal bow, or (as I confusingly stated it) a normal
arrow from a +1 bow.

But this is where it's really confusing:
>>> The effect of a hit might inflict damage on the target even if it
>>> would not normally be harmed by an arrow or magic weapon of only +1 value.
>>> ....splash does not apply).

So what does THAT mean?  The only thing I can think of is that it means that if
you're attacking a target that can only be hit by a +2 or better weapon, and
your roll would otherwise indicate a hit based on the creature's armor class,
you wouldn't get the initial 2-5 h.p. damage, but you would get the acid
damage.  Interestingly enough, the second edition spell description eliminates
the intitial 2-5 h.p. damage anyway, making the spell even weaker.

> Second, I wish to advance the idea that a multi-classes Fighter/Mage
> should be able to use his actual Fighter THAC0 to hit.
> I should like to further point out that this is especially apt in
> Mialee's case since she is in fact proficient with the bow.

That sounds reasonable to me, and I'll allow that.

All in all, I'd have to stick with my opinion that this is a pretty weak spell,
compared to the Magic Missile, especially when you consider that it is a second
level spell.  It would be different if the _number_ of arrows also increased
with level, like the MM does.  Then it would definitely be worth it. (Maybe
some spell research is in order -- "Mialee's Improved Acid Arrow" ?? Of course,
that would have to be a 3rd level spell, at least.  :)

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 65         Wed Sep 14, 2005
SFAHEY                       at 06:54 PDT

So, MM's are good for some things and Melf's are going to be better for pesky
critters that don't react well to acid.
 ------------
Category 12,  Topic 5
Message 66         Wed Sep 14, 2005
SYNDICOMM [Sheppy]           at 09:54 PDT

Mialee would get a kick out of creating her own new version of Acid Arrow. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 67         Thu Sep 15, 2005
SFAHEY                       at 13:02 PDT

Mialee's Psychadelic Acid Arrow tranquilizes and confuses opponents struck by
the arrow, causing victims to hallucinate and jabber constantly and ask
questions or make pointless statements aimed at no one in particular; "Whoa,
were my claws always this big?" and "I see colors I've never seen before..."
The last phase of the spell is just as debilitating, as the affected creature
will be possesed with an insatiable hunger for Twinkies or other sweet
munchies. If the player casting the spell is carrying any food items, they must
stay at least 30 feet out of range of their opponent or risk being eaten in a
ravenous munchie-induced madness. Spell effect is variable but usually lasts 2
hours.

 ------------
Category 12,  Topic 5
Message 68         Thu Sep 15, 2005
SYNDICOMM [Sheppy]           at 13:06 PDT

If during the second phase you can provide a Twinkie to the target of the
spell, they'll call you "dude" and "my buddy" and will follow you around for
the duration of the spell.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 69         Mon Oct 03, 2005
TCOMPTER [TheDM]             at 11:15 PDT


I have been working on a rather ambitious project in my spare time, to
streamline the reference material that I use for our D&D game.

As you all know, our Mercia campaign uses a mixture of rules from 1st, 2nd and
3rd edition (A)D&D.   This is confusing when it comes time to look something
up, and then remember what special rule we've (I've) decided to use for any
given circumstance.

My project, then, is to condense the rules in effect into a single electronic,
searchable volume including material from the various Players Handbooks and
DMGs and Unearthed Arcanas.   In the process I hope to codify exactly which
optional rules will be in effect, etc.

Obviously, this will take a long time, and wouldn't really even affect all of
the players, except for one thing:

One of the features of the second edition that I have decided to adopt and
modify is the concept of "Schools" of magic, and "specialist wizards."   This
is something that I always thought would be a great idea, even before the folks
at TSR made it part of the 2d Edition rules.   (Note:  At this point, I'm not
really planning to use this for the clerical classes -- they will stay
distinctly Cleric and Druid (and Monk)).

While looking into this, I discovered some imbalances and inconsistencies in
the schools as outlined in the 2d Edition rules, so I've decided to make up my
own, and this will require an overhaul of all of the several hundred  or so
Wizard spells, at least in the school attribute .

Anyway, the reason I'm bringing this up, is because when we get together next
time, in the Spell Database, you will not see a separate list of Magic-User and
Illusionist spells, you will see only a list of Wizard spells.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 5
Message 70         Mon Oct 10, 2005
TCOMPTER [TheDM]             at 14:29 PDT


Warning!  This is a work in progress and not final.
Per the previous message in this topic, I've been making slow progress.

My purpose for posting this now is to elicit comments -- after all, you all
might have an idea that I didn't think of.


As I said, I've been rearranging the Wizard spells into what _I_ think are more
logical schools.  I started with the 2d edition descriptions of the schools,
and condensed and modified and expanded them.  Here's what I ended up with (so
far).

Spells are divided into eleven different categories, or schools, according to
the types of magical energy they utilize. Each school has its own special
methods and practices.

The eleven schools of magic are Illusion, Charm, Conjuration, Summoning,
Abjuration, Necromancy, Cosmology, Evocation, Alteration, Enchantment, and
Divination.

Figure 1.   The Schools of Magic


.           Enchantment        Alteration
.
.       Illusion                     Evocation
.
.   Charm            Divination          Cosmology
.
.       Conjuration                Necromancy
.
.             Summoning       Abjuration

This diagram illustrates the schools that oppose each other.

A wizard who concentrates his effort in a single school of magic is called a
specialist. There are specialists in each type of magic (except Divination??).

Continued in next message....

 ------------
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Message 71         Mon Oct 10, 2005
TCOMPTER [TheDM]             at 14:30 PDT



The Schools of Magic
=========================
Although they are called schools, schools of magic are not organized places
where a person goes to study. The word "school" identifies a magical
discipline. A school is an approach to magic and spellcasting that emphasizes a
particular sort of spell.
NOTE:  I realize that the _names_ of the schools with the * may not coincide
with what the official rules say, or with what the dictionary says either, and
so I would be particularly interested if anyone could come up with better names
to match the definitions.

Illusion
------------------
Illusions deal with spells to deceive the senses or minds of others. Spells
that cause people to see things that are not there, hear noises not made, or
remember things that never happened are all illusions.

Charm/Beguilement/Mesmerism *
------------------
Charm spells influence the behavior of beings.

Conjuration *
------------------
Conjuration spells bring some thing to the caster from elsewhere, or produces
matter "out of thin air". Conjuration normally produces matter or items from
some other place on the prime material plane, but in some cases will reach into
other planes for their material.

Summoning
------------------
Summoning spells enable the caster to compel living creatures and powers to
appear in his presence, whether they be denizens of the prime material plane or
other planes of existence.

Abjuration *
------------------
Abjuration spells are a group of specialized protective and warding spells.
Each is used to prevent or banish some magical or nonmagical effect or
creature.  Included in this grouping are the various protection and warding
spells.

Necromancy
------------------
Necromancy is one of the most restrictive of all spell schools. It deals with
dead things b and the stealing or enhancement of life-force, and the
imprisonment of souls, and the suspension of life forces.

Cosmology  *  (not to be confused with Cosmetology)
------------------
Cosmological and dimensional spells deal with contact with and travel through
other planes of existence, including those spells which allow the caster to
take shortcuts through other planes to travel swiftly from one place to another
on the prime material plane. These spells might also channel extraplanar
energies through the wizard.

Evocation *
------------------
Evocation spells enable the caster to release magical energy in various forms,
including electrical, fire, cold, and invisible forces.

Alteration
------------------
Alteration spells cause a change in the properties of some already existing
thing, creature, or condition. This is accomplished by magical energy channeled
through the wizard.

Enchantment *
------------------
Enchantment spells bestow magical properties on ordinary items or magical
abilities on persons.

Divination
------------------
Divinations enable the wizard to learn secrets long forgotten, to predict the
future, and to uncover things hidden or cloaked by spells.

Continued in next message.....
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TCOMPTER [TheDM]             at 14:30 PDT



Requirements
==================
Not all wizards can become specialists. The player character must meet certain
requirements to become a specialist. Most specialist wizards must be
single-classed; multi-classed characters cannot become specialists, except for
gnomes, who seem to have more of a natural bent for the school of illusion than
characters of any other race. Dual-class humans can choose to become
specialists. The dedication to the particular school of magic requires all the
attention and concentration of the character. He does not have time for other
class-related pursuits.

In addition, each school has different restrictions on race, ability scores,
and schools of magic allowed. Note that Divination is not available as a
specialty. The spells of this group, vital to the functioning of a wizard, are
available to all wizards.

Table 20: Wizard Specialist Requirements

Specialist     School       Race     Minimum Opposition
                                     Ability    School
                                     Score
Illusionist  Illusion        H,G     16 Dex  Necromancy
Beguiler     Charm        H,E,1/2 E  16 Cha  Cosmology
Conjurer     Conjuration   H,1/2 E   15 Con  Evocation
Summoner     Summoning        H      15 Con  Alteration
Abjurer      Abjuration   H,E,1/2 E  15 Wis  Enchantment
Necromancer  Necromancy    H,1/2 E   16 Wis  Illusion
Cosmologist  Cosmology    H,E,1/2 E  16 Wis  Charm
Evoker       Evocation    H,E,1/2 E  16 Con  Conjuration
Transmuter   Alteration    H,1/2 E   15 Dex  Summoning
Enchanter    Enchantment  H,E,1/2 E  16 Wis  Abjuration

Race lists those races that are allowed to specialize in that art. Note that
the gnome, though unable to be a regular mage, can specialize in illusions.

Minimum Ability Score lists the ability minimums needed to study intensively in
that school. All schools require at least the minimum Intelligence demanded of
a mage and an additional prime requisite, as listed.

Opposition School is the school directly opposite the character's school of
study in the diagram.  Wizards can never learn spells of the opposition school,
nor can they use magical items that duplicate spells from that school.  The
school of Divination has no opposition school, and thus divination spells are
equally learnable by all wizards, regardless of their affiliation.



Continued in next messageb&..
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Requirements
==================
Not all wizards can become specialists. The player character must meet certain
requirements to become a specialist. Most specialist wizards must be
single-classed; multi-classed characters cannot become specialists, except for
gnomes, who seem to have more of a natural bent for the school of illusion than
characters of any other race. Dual-class humans can choose to become
specialists. The dedication to the particular school of magic requires all the
attention and concentration of the character. He does not have time for other
class-related pursuits.

In addition, each school has different restrictions on race, ability scores,
and schools of magic allowed. Note that Divination is not available as a
specialty. The spells of this group, vital to the functioning of a wizard, are
available to all wizards.

Table 20: Wizard Specialist Requirements

Specialist     School       Race     Minimum Opposition
                                     Ability    School
                                     Score
Illusionist  Illusion        H,G     16 Dex  Necromancy
Beguiler     Charm        H,E,1/2 E  16 Cha  Cosmology
Conjurer     Conjuration   H,1/2 E   15 Con  Evocation
Summoner     Summoning        H      15 Con  Alteration
Abjurer      Abjuration   H,E,1/2 E  15 Wis  Enchantment
Necromancer  Necromancy    H,1/2 E   16 Wis  Illusion
Cosmologist  Cosmology    H,E,1/2 E  16 Wis  Charm
Evoker       Evocation    H,E,1/2 E  16 Con  Conjuration
Transmuter   Alteration    H,1/2 E   15 Dex  Summoning
Enchanter    Enchantment  H,E,1/2 E  16 Wis  Abjuration

Race lists those races that are allowed to specialize in that art. Note that
the gnome, though unable to be a regular mage, can specialize in illusions.

Minimum Ability Score lists the ability minimums needed to study intensively in
that school. All schools require at least the minimum Intelligence demanded of
a mage and an additional prime requisite, as listed.

Opposition School is the school directly opposite the character's school of
study in the diagram.  Wizards can never learn spells of the opposition school,
nor can they use magical items that duplicate spells from that school.  The
school of Divination has no opposition school, and thus divination spells are
equally learnable by all wizards, regardless of their affiliation.
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Special Abilities
==================
Being a specialist does have significant advantages:
o     Specialists cast spells from within their school as if they were a level
higher than they are, with respect to range, area of effect and duration.
o     A specialist has a slightly faster spell progression than the mage.
This is already reflected in Table 22: Wizard Specialist Spell Progression.
However, he must concentrate his choice of spells in his school.  Thus, a 1st
level illusionist could have two illusion spells, while at 3rd level, he could
cast 3 first level and 2 second level spells, but at least half the spells of
each level must be illusion spells.
o     Because specialists have an enhanced understanding of spells within their
school, they receive a +1 bonus when making saving throws against those spells
when cast by other wizards. Likewise, other characters suffer a -1 penalty when
making saving throws against a specialist casting spells within his school.
Both of these modifiers can be in effect at the same time--for example, when an
enchanter casts an enchantment spell at another enchanter, the modifiers cancel
each other out.
o     Specialists receive a bonus of +15% when learning spells from their
school. The bonus is applied to the percentile dice roll the player must make
when the character tries to learn a new spell.
o     Whenever a specialist reaches a new spell level, (i.e., at 2nd, 4th, 6th
character level, etc.) he automatically gains one spell of his school to add to
his spell books. This spell can be selected by the player.  No roll for
learning the spell need be made. It is assumed that the character has
discovered this new spell during the course of his research and study.  It must
be a spell that the player can know by virtue of his level, but it doesn't have
to be a spell of the highest level he can cast.
o     When a specialist wizard attempts to create a new spell, the DM should
count the new spell as one level less (for determining the difficulty) if the
spell falls within the school of the specialist. An enchanter attempting to
create a new enchantment spell would have an easier time of it than an
illusionist attempting to do the same.

Restrictions
=============
o     Specialists cast spells from other schools as if they were a level lower
than they are and cannot cast any spells from the opposition school.  Thus an
illusionist of 1st level can cast 2 illusion spells, but cannot cast any spells
from any other school until he reaches 2nd level, when he can cast a charm
spell, but it will be cast as if he were a 1st level wizard.
o     Specialists receive a penalty of -15% when learning spells from other
schools. The penalty is applied to the percentile dice roll the player must
make when the character tries to learn a new spell.
o     Specialists have a chance of spell failure when casting spells outside
their school.   This chance of failure is equal to 25% minus the level of the
caster. The player rolls % dice, and if the roll is less than the percentage
for his level, the spell will fail or backfire.
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Spells by School Summary
===============================================
School                 Level
===============================================
Abjuration       Total Spells in School:33
===============================================
 1
    Protection From Evil
    Armor
    Hold Portal
    Shield
    Gaze Reflection
 2
    Protection from Cantrips
 3
    Protection From Evil, 10 Ft. Radius
    Non-Detection
    Dispel Illusion
    Dispel Magic
    Explosive Runes
    Leomund's Tiny Hut
    Protection From Normal Missiles
 4
    Minor Globe Of Invulnerability
    Otiluke's Resilient Sphere
    Remove Curse
    Fire Shield:
 5
    Dismissal
    Avoidance
 6
    Globe Of Invulnerability
    Spiritwrack
    Repulsion
    Guards And Wards
    Anti-Magic Shell
 7
    Spell Turning
    Sequester
    Prismatic Spray
    Banishment
 8
    Prismatic Wall
    Binding
    Mind Blank
    Serten's Spell Immunity
 9
    Prismatic Sphere


 Alteration       Total Spells in School:38
===============================================
 1
    Firewater
    Feather Fall
    Mending
    Erase
    Affect Normal Fires
    Melt
 2
    Vocalize
    Shatter
    Knock
    Fools Gold
 3
    Item
 4
    Plant Growth
    Extension I
    Polymorph Other
    Polymorph Self
    Stoneskin
    Rary's Mnemonic Enhancer
 5
    Airy Water
    Transmute Rock To Mud
    Extension II
    Distance Distortion
    Stone Shape
 6
    Disintegrate
    Extension III
    Mordenkainen's Lucubration
    Contingency
    Glassee
    Stone To Flesh
 7
    Statue
    Limited Wish
    Reverse Gravity
 8
    Polymorph Any Object
    Permanency
    Glassteel
    Sink
 9
    Shape Change
    Crystalbrittle
    Wish

Continued in next message.....
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 Charm            Total Spells in School:27
===============================================
 1
    Hypnotism
    Taunt
    Charm Person
    Friends
 2
    Scare
    Forget
    Tasha's Uncontrollable Hideous Laughter
 3
    Hold Person
    Suggestion
 4
    Charm Monster
    Confusion
    Emotion
    Fire Charm
    Fear
 5
    Hold Monster
    Leomund's Lamentable Belaborment
    Dolor
    Chaos
    Feeblemind
    Domination
 6
    Geas
    Eyebite
    Mass Suggestion
 7
    Charm Plants
 8
    Antipathy/Sympathy
    Mass Charm
    Otto's Irresistible Dance


 Conjuration      Total Spells in School:27
===============================================
 1
    Grease
    Wall Of Fog
 2
    Web
    Fog Cloud
    Glitterdust
    Stinking Cloud
    Melf's Acid Arrow
 3
    Melf's Minute Meteors
    Gust Of Wind
 4
    Solid Fog
    Wall Of Ice
    Leomund's Secure Shelter
    Ice Storm
    Evard's Black Tentacles
    Minor Creation
 5
    Fabricate
    Wall Of Iron
    Cloud Kill
    Wall Of Stone
    Major Creation
 6
    Lower Water
    Control Weather
    Part Water
    Death Fog
    Move Earth
 7
    Drawmij's Instant Summons
 8
    Incendiary Cloud
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 Cosmology        Total Spells in School:19
===============================================
 1
    Transfer By Portal
 2
    Rope Trick
 3
    Blink
    Wraithform
 4
    Dimension Door
 5
    Leomund's Secret Chest
    Create Transfer Portal
    Passwall
    Contact Other Plane
 7
    Phase Door
    Mordenkainen's Magnificent Mansion
    Vanish
    Duo-Dimension
    Shadow Walk
    Teleport
 8
    Teleport Without Error
    Maze
 9
    Astral Spell
    Gate


 Divination       Total Spells in School:24
===============================================
 1
    Detect Undead
    Read Magic
    Message
    Identify
    Detect Magic
    Detect Illusion
    Comprehend Languages
 2
    ESP
    Know Alignment
    Detect Evil
    Detect Invisibility
    Locate Object
 3
    Clairaudience
    Clairvoyance
 4
    Magic Mirror
    Wizard Eye
    Detect Scrying
 5
    False Vision
    Sending
 6
    True Sight
    Legend Lore
 7
    Vision
 8
    Demand
 9
    Foresight
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 Enchantment      Total Spells in School:33
===============================================
 1
    Light
    Run
    Enlarge
    Jump
    Sleep
    Wizard Mark
    Write
    Spider Climb
 2
    Continual Light
    Darkness, 15 Ft. Radius
    Deeppockets
    Strength
    Wizard Lock
    Ray Of Enfeeblement
    Bind
 3
    Tongues
    Water Breathing
    Infravision
    Delude
    Fly
    Continual Darkness
    Haste
    Flame Arrow
    Slow
 4
    Fumble
    Enchanted Weapon
 5
    Animal Growth
 6
    Enchant An Item
    Tenser's Transformation
 8
    Symbol
 9
    Succor
    Mordenkainen's Disjunction
    Time Stop


 Evocation        Total Spells in School:43
===============================================
 1
    Color Spray
    Burning Hands
    Magic Missile
    Unseen Servant
    Tenser's Floating Disk
    Alarm
    Push
    Shocking Grasp
    Dancing Lights
 2
    Zephyr
    Levitate
    Flaming Sphere
    Pyrotechnics
    Magic Mouth
    Irritation
 3
    Phantom Steed
    Sepia Snake Sigil
    Wind Wall
    Fireball
    Lightning Bolt
 4
    Dig
    Shout
    Wall Of Fire
    Fire Trap
 5
    Wall Of Force
    Bigby's Interposing Hand
    Mordenkainen's Faithful Hound
    Cone Of Cold
    Telekinesis
 6
    Otiluke's Freezing Sphere
    Chain Lightning
    Bigby's Forceful Hand
 7
    Mordenkainen's Sword
    Power Word, Stun
    Delayed Blast Fire Ball
    Bigby's Grasping Hand
    Forcecage
 8
    Otiluke's Telekinetic Sphere
    Power Word, Blind
    Bigby's Clenched Fist
 9
    Power Word, Kill
    Bigby's Crushing Hand
    Meteor Swarm


 Illusion         Total Spells in School:48
===============================================
 1
    Ventriloquism
    Spook
    Change Self
    Nystul's Magic Aura
 2
    Blindness
    Leomund's Trap
    Blur
    Misdirection
    Mirror Image
    Deafness
    Invisibility
    Improved Phantasmal Force
    Hypnotic Pattern
    Whispering Wind
    Alter Self
    Audible Glamer
 3
    Invisibility, 10 Ft. Radius
    Paralyzation
    Illusionary Script
    Spectral Force
    Secret Page
    Phantasmal Force
 4
    Illusionary Wall
    Hallucinatory Terrain
    Shadow Monsters
    Dispel Exhaustion
    Phantasmal Killer
    Rainbow Pattern
    Vacancy
    Improved Invisibility
    Massmorph
 5
    Advanced Illusion
    Seeming
    Dream
    Shadow Door
    Demi-Shadow Monsters
 6
    Programmed Illusion
    Mislead
    Shades
    Permanent Illusion
    Project Image
    Mirage Arcana
    Tempus Fugit
    Phantasmagoria
    Veil
 7
    Mass Invisibility
 8
    Screen
 9
    Weird


Continued in next message.....


 ------------
Category 12,  Topic 5
Message 79         Mon Oct 10, 2005
TCOMPTER [TheDM]             at 14:35 PDT

 Necromancy       Total Spells in School:19
===============================================
 1
    Chill Touch
 2
    Spectral Hand
 3
    Vampiric Touch
    Hold Undead
    Feign Death
 4
    Enervation
    Contagion
 5
    Animate Dead
    Magic Jar
 6
    Reincarnation
    Death Spell
 7
    Control Undead
    Finger of Death
    Simulacrum
 8
    Trap The Soul
    Clone
 9
    Imprisonment
    Energy Drain
    Temporal Stasis


 Summoning        Total Spells in School:16
===============================================
 1
    Find Familiar
    Mount
 2
    Summon Swarm
 3
    Monster Summoning I
 4
    Monster Summoning II
 5
    Summon Elemental
    Monster Summoning III
    Summon Shadow
 6
    Ensnarement
    Monster Summoning IV
    Summon Animals
    Invisible Stalker
 7
    Monster Summoning V
    Cacodemon
 8
    Monster Summoning VI
 9
    Monster Summoning VII



Well, that's it.  Whaddya think?

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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That sounds pretty cool to me.  I think the only player it really affects is
Icarius, since the rest of the magic users are multiclassed. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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> Well, that's it.  Whaddya think?

Looks like a pretty realistic model.

Kelvin.
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I'm really having a problem with languages.   As I go through the rules, trying
to decide what should be part of "my ruleset",  I find myself on the horns of a
dilemma.  Personally, I don't like the 1st edition concept of everyone from a
given race automatically knowing languages.  For instance, at what point in his
history (now that he has one) did Pengo learn goblin and orcish?  When did
Mialee learn those plus hobgoblin and gnoll?  It doesn't seem to make sense to
me -   OTOH, in his 200 years of life so far, Flint might certainly have found
time to learn those other languages.  I don't know.

Your character automatically knows his native language, plus common, that's a
given.  (In my campaign, there is no such thing as an alignment language - a
silly idea, IMHO.)  In addition to these, the characters (can) know the number
of additional languages shown below.

CL = current number of additional languages according to 1st edition rules.
ML = max number of additional languages according to 1st edition rules,
including racial limits.
MLI =  Max number of additional languages, considering only intelligence, and
disregarding racial restrictions.

Name  Mialee Icarius Jozlan Flint Mordin Owen Pengo Vlix
Int    15      18      13     9    10     17    14   16
CL      6       0       0     4     4      0     5    6
ML      6       7       3     5     6      6     5    6
MLI     4       7       3     1     2      6     4    5

Personally, I like the second edition idea of starting with native and common
and using proficiencies to learn new languages beyond that, based on INT.
However, that would seriously detract from your characters' current and
potential future abilities, since all the demi-humans would actually _lose_ a
language or two based on the newer rules.  (This is the problem with deciding
on the rules after you've started the campaign.  :)

What do you all think of that?

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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Well, I'm not sure what I think of this.  I kind of think that the number of
languages a character knows should be based on their age or on their experience
level in some way; it takes time to learn a new language.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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> it takes time to learn a new language.

Absolutely True, and the 1st Edition Player's Handbook has a very reasonable
method for that on page 34:

>>>Here is how a new language is learned:
The character must find a person (human, semi-human, or non-human) or talking
creature who speaks the language which is to be learned. The character must
then be in close proximity to his or her instructor for up to one year, and
prior to that period the language can be learned one month early for each point
of intelligence above 12.
Thus, a character with 13 intelligence learns the new language in 11 months,
14 intelligence learns in 10 months, all the way to
18 intelligence which requires but six months to learn.

Only one new language can be studied at any given time. <<<

The NUMBER of additional languages learnable is limited by intelligence and
race, as specified in the table above.

The second edition rules suggest 2 methods of learning languages:

1)  Limit the total number of languages to the number in the intelligence
table, and allow the character to choose from the list for their race as
_initial_ languages up to the max number.   If they chose less than the max
number for their int, they could learn other languages as described above.

2) Add the number of languages in the INT table to the total number of
proficiency slots for that character, and let the character choose to use them
for languages or other proficiencies.   This is probably the most flexible for
the characters, but still requires a teacher in proximity as described above,
when learning languages beyond what is known originally.
Note that a character could learn more languages under this system than the int
table alone would allow, by spending other proficiency slots.

I guess the main advantage (for the current demi-human characters in the
campaign) of going to a different system is the flexibility to choose _which_
languages to learn.

If I had to choose, I guess I'd go with #2 above, but I'll wait until Roger
weighs in with an opinion before I make a 'ruling', since his characters would
be the most affected.

Speaking of the proficiency system -- I _do_ want to implement that, slightly
modified from the 2d edition rules.  Assuming we used #2 above, the characters
number of current slots would be as shown below.

Name  Mialee Icarius Jozlan Flint Mordin Owen Pengo Vlix
Prof
Slots   6       6       6     6     5      4     5    6

Note that these slots DO include any additional languages that the character
would have learned.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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I should have made clear that the numbers of proficiencies listed in the last
message referred to the NON-weapon proficiencies.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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My comprehension of what proficiences are and how the effect gameplay is pretty
low. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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> My comprehension of what proficiences are and how the
> effect gameplay is pretty low. :)

Non-weapon proficiencies are those semi-professional (or non-professional)
skills that you've picked up along the way.   Some come automatically with the
class you pick. Some you can choose.   For instance, Pengo has a proficiency in
Appraising and Gem-cutting, based on his time in his grandfather's shop. (He
also gets Reading/Writing free just for being a thief.) That's two of his 5
"slots" (assuming we go with the idea I proposed in message 84) and he could
choose up to 3 others from this "chinese menu":

[ General ]      # of         [ Rogue ]        # of
-----------   Proficiency     ---------     Proficiency
                 Slots                         Slots
                Required                      Required
Agriculture        1          Ancient History    1
Animal Handling    1          Appraising         1
Animal Training    1          Disguise           1
Artistic Ability   1          Forgery            1
Blacksmithing      1          Gaming             1
Brewing            1          Gem Cutting        2
Carpentry          1          Juggling           1
Cobbling           1          Jumping            1
Cooking            1          Local History      1
Dancing            1          Musical Instrument 1
Direction Sense    1          Reading Lips       2
Etiquette          1          Reading/Writing    1
Fire-building      1          Set Snares         1
Fishing            1          Tightrope Walking  1
Heraldry           1          Tumbling           1
Languages, Modern  1
Leatherworking     1
Mining             2          [ Warrior ]      # of
Pottery            1          -----------   Proficiency
Riding, Airborne   2                           Slots
Riding, Land-based 1                          Required
Rope Use           1          Animal Lore        1
Seamanship         1          Armorer            2
Seamstress/Tailor  1          Bowyer/Fletcher    1
Singing            1          Charioteering      1
Stonemasonry       1          Endurance          2
Swimming           1          Gaming             1
Weather Sense      1          Hunting            1
Weaving            1          Mountaineering     1
                              Navigation         1
[ Priest ]      # of          Running            1
----------    Proficiency     Set Snares         1
                 Slots        Survival           2
                Required      Tracking           3
Ancient History    1          Weaponsmithing     3
Astrology          2
Engineering        2          [ Wizard ]       # of
Healing            2          ----------    Proficiency
Herbalism          2                           Slots
Languages, Ancient 1                          Required
Local History      1          Ancient History    1
Musical Instrument 1          Astrology          2
Navigation         1          Engineering        2
Reading/Writing    1          Gem Cutting        2
Religion           1          Herbalism          2
Spellcraft         1          Languages, Ancient 1
Navigation         1          Reading/Writing    1
                              Religion           1
                              Spellcraft         1

If he wanted to pick a skill that was NOT in the General list or the Rogue
list, he would have to spend 1 extra slot on that skill.  For instance, Pengo
could spend his remaining 3 slots on Survival (a warrior skill), or pick
Brewing, Juggling and Land-based Riding.

Now, as for how they affect gameplay -- Well, Pengo can pretty much tell the
value of gems and jewelry based on his Appraisal proficiency.  (Of course, on
some special gems/jewelry, I might secretly roll a proficiency check, failure
indicating that he was dead wrong in his estimation) If you guys found a gem
that was too big to fence, he might try his gem-cutting proficiency to cut it
into smaller pieces.  However, THAT would require  a "Proficiency Check"
whereby Pengo would have to roll a d20 and score LESS than his (Dexterity-2).
Failure would indicate that he goofed, seriously devaluing the gem.  (He might
thus pass this task off to a master craftsman, or not ;)

Another example:  Riding horses.  All characters can sit on the back of a pony
or horse, and be carried along.  However, if you want to be able to FIGHT from
horseback, or get a horse to leap an obstacle, be it a fence or chasm, you need
the riding proficiency.   Leaping an obstacle is another example where a
proficiency check might be required, based on the height or width of the
obstacle.  Another example of needing a proficiency check would be if you tried
that wicked cool mounting that Legolas did in the Lord of the Rings :)

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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Well, once we decide on the NWPs, I'll look at picking some. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Regarding languages, specifically ones automatically gained by race, it was
explained to me thus: it's logical that a race would quickly assimilate the
languages of other races that they are in close proximity to, and/or in direct
cooperation or competition with.

Take Dwarves for example - as a culture, they would likely assimilate the
languages of those they trade with, and go to war with. Know thy enemy.
Naturally, they would pass down their knowledge and traditions to the next
generation.

In real life, using proximity as an example - consider the people of
Switzerland, who routinely speak German, French, English and Italian - and some
speak Romansch and sometimes more languages. Many of them learn these languages
at a very early age because they're at the crossroads for those other cultures
and it's literally beamed into their radios, TVs - and also because their
education system requires school kids to learn at least one secondary language.
They have assimilated the languages of other cultures.

Now, back to the Dwarf example - the dwarf may know "know" Orc, but at the same
time he may not be fluent. The dwarf may have a functional vocaulary, knowing
most of the common words, but he's not going to know -everything- because
languages are dynamic (new words are invented, old words fade into obscurity)
and you also can't expect the Dwarf to know all the regional or tribal
dialects, slangs and accents.

In real life, I would use Spanish as an example. Put people from Cuba and
southern Mexico together, or someone from Spain. They'll communicate, but
they'll feel some frustration because their Spanish isn't the same - their
pronounciation and inflections are different plus they've invented different
words that don't exist in the other's vocabulary. But they could at least have
a functional conversation.

It's also worth noting that most orcish, ogre, goblin languages, etc. all come
from the same root language and so, in syntax, pretty similar. I believe that
is actually published somewhere, possibly the DMG. It's been a long time and I
don't recall.
 ------------
Category 12,  Topic 5
Message 90         Tue Oct 25, 2005
TCOMPTER [TheDM]             at 04:35 PDT

> it's logical that a race would quickly assimilate the languages of other
> races that they are in close proximity to, and/or in direct cooperation
> or competition with.

> Take Dwarves for example - as a culture, they would likely assimilate the
> languages of those they trade with, and go to war with. Know thy enemy.
> Naturally, they would pass down their knowledge and traditions to the next
> generation.

That makes sense, especially in the case of dwarves, who, in my campaign,
always have the threat of attacks looming.

OTOH, hobbits like Pengo (Born in Devonshire, moved to Byrne at the age of 3)
have no such threat, or logical reason to learn goblinish or orcish (I suppose
it could be part of training in the thieves' guild, but I don't think we've
quite established that Pengo was ever a member.)

And while I can buy the same argument for _most_ elves, Mialee's history
indicates that she left home at a very young age, possibly before she would
normally receive language training.  (Sheppy, I really don't mean to be picking
on your characters, but they are the best example I can give for the logic I'm
discussing.  :)

That said, if everyone is satisfied with the standard 1st Ed. language rules,
we'll leave them be, though we do need to talk about other proficiencies, when
the time comes.  :)

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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I would generally agree that Mialee eschewed formal education, but as a
traveler and adventurer, and as someone providing security for a number of
families, she may have picked some up "in the line of duty."

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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> she may have picked some up "in the line of duty."

Good enough.  :)  The more I think about it, the more I think we'll just leave
that as in 1st Ed., and if you want more languages than THAT allows, you can
still spend proficiency slots on them, assuming the teacher is available.

_____ ___          _  _
.||he _|_)ungeon _//\//\aster
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Well, Pengo might have picked up some Orcish or other languages while sneaking
and pocketing around the taverns, brothels and seedier parts of town. Once he
found a "mark", he'd probably watch them closely for "tells" that would help
him determine the right time for a quick cutpurse.
 ------------
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SYNDICOMM [Sheppy]           at 11:16 PDT

Possibly, although he certainly wouldn't be fluent in anything out of the
ordinary.

However, I'd point out that he might have learned some of the finer tongues
during his years as an apprentice in his grandfather's goldsmithing shop.  I
expect they would have had some upper-class clientele.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 5
Message 95         Tue Oct 03, 2006
TCOMPTER [TheDM]             at 13:39 PDT

Thought I'd drop a hint that may solve a mystery from some:

Page 17, Player's Handbook says:
"All halfling characters have a high resistance to magic spells, so for every
3 1/2 points of constitution ability the character possesses, he or she gains a
+ 1 on saving throws versus wands, staves, rods, and spells."

The same goes for dwarves and gnomes.
That's good, right?  (BTW, those adjustments are already figured into the
character sheets.) But then there's this little paragraph tucked into the
treasure section of the DMG:

"Rings can be used by any race of character, but those worn by gnomes,
dwarves, and halflings have a 20% chance per use of malfunctioning. If a
malfunction occurs the ring simply does not work. This applies to cursed
rings (contrariness, delusion, weakness) as well; if they do not work they
are recognized and can be removed."

Just something to keep in mind --   :)
_____ ___          _  _
.||he _|_)ungeon _//\//\aster

 ------------
 ************
Topic 6         Thu Jun 10, 2004
TCOMPTER                     at 12:46 PST
Sub: Helpful URLs

This topic is used to post URLs that are related to the Mercia Campaign, such
as maps, character sheets, etc.

 48 messages
 ************
 ------------
Category 12,  Topic 6  [MOVED]
Message 1          Mon Nov 19, 2001
TCOMPTER                     at 12:53 PDT

As Promised,

The world as I see it, or more precisely, the world as Mialee, Jozan, Flint
and Quenda see it, can be found at
http://www.syndicomm.com/~tcompter/karak.html

_________
   | homas

 ------------
Category 12,  Topic 6  [MOVED]
Message 2          Wed Nov 21, 2001
TCOMPTER                     at 08:42 PDT

As I said in a previous message, there are maps online at
http://www.syndicomm.com/~tcompter/karak.html.  They should give you the lay
of the land a little bit.   This weekend, if I can get an Apple ][ with 5.25
drive up and running, I hope to have some background reading available there
too.

Back in the days when I made those maps, I would use plastic or tracing paper
overlays to show inter-barony/county/duchy kingdom borders, smaller town names
that I didn't want to clutter the basic map with, and roads, etc.  I would
also have a DM overlay showing the location of monsters and dungeons, etc. (My
original overlays done on tracing paper are now badly yellowed and faded, and
the ones on plastic are smeared and hard to read.)

Obviously, it would be nice to be able to do that with this online campaign as
well, so last night I was experimenting with my scanned maps and Canvas, using
'layers' within that drawing program to add political boundaries, etc.  I
should then be able to print or upload maps with selected features on them.

It worked fairly well, although I'd like to figure out a way to speed up the
process.  Since most borders follow rivers, I've used a pen tool which allows
precise positioning/shaping of bezier curves, but that's a painstaking
process.  The good news is, if a war happens, it's easy to move a border  :)

I've also tried the freehand drawing tool, but that is actually a bezier tool
which automatically inserts points, and it runs out of points very quickly.
And of course, the more points, the bigger the file gets.

I can add bitmap objects to a layer, but I haven't figured out how to make
them transparent.  :(

I need to buckle down and read  the manual for Canvas :)

_________
  | homas


 ------------
Category 12,  Topic 6  [MOVED]
Message 3          Wed Nov 21, 2001
SCHNORENBERG [Roger]         at 19:28 PDT

Replying to 'TCOMPTER' in Category 8 Topic 1:

> As I said in a previous message, there are maps online at
> http://www.syndicomm.com/~tcompter/karak.html.

I downloaded the maps; now if someone can point me towards where that
NDA is, I'll be able to take a look at them. :-)


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b7 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Onward to old age and death.   Have a nice day.


 ------------
Category 12,  Topic 6  [MOVED]
Message 4          Tue Aug 06, 2002
TCOMPTER                     at 12:50 PDT


BTW, for those that may have been confused about where Stafford fits into the
world, I've modified the Sub-continent Map to show it.
Go to

http://www.syndicomm.com/tcompter/dnd,

and scroll down to the second map.
Click on the map to get the big, printable version. On that one is a red box
outlining where the Barony map below it fits in.


____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 6  [MOVED]
Message 5          Fri Oct 17, 2003
TCOMPTER                     at 08:24 PDT

Just a quick note to point out a site of interest.

http://www.dragonsfoot.org

This is an AD&D fan site which seems to specialize in 1st Edition rules.

Check it out!  There are lots of good, free downloads.

Of particular interest may be the several different character record sheets.

I would ask the players in the Mercia campaign to stay out of the Modules
section -- I might use some of them in the future.  ;)

____   __          _ _
 ||he  ||)ungeon  //\/\aster

 ------------
Category 12,  Topic 6  [MOVED]
Message 6          Sun Oct 19, 2003
SYNDICOMM [Sheppy]           at 00:23 PDT

>>>Of particular interest may be the several different character record
sheets.

That could be handy.  Thanks!!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 6  [MOVED]
Message 7          Sun Oct 26, 2003
TCOMPTER                     at 19:38 PDT

Hi guys, I stumbled across this link to the Apple web site, which I thought
you might be interested in. It has a quick synopsis of the D&D game, as well
as hints for playing Neverwinter Nights (though the hints seem to imply that
the author of the article never got past the first chapter.  :)

http://www.apple.com/games/articles/2003/07/neverwinternights/index2.html

_________
  | homas


 ------------
Category 12,  Topic 6  [MOVED]
Message 8          Tue Dec 02, 2003
TCOMPTER                     at 19:26 PDT

Brave Adventurers!

I've posted a "teaser" for the next adventure, which we are expecting to take
place at 3PM Eastern on the 14th of December.

http://homepage.mac.com/thomascompter/Adventure/road2berghof.html


____  __         _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 6  [MOVED]
Message 9          Mon Mar 01, 2004
TCOMPTER                     at 18:24 PDT

I have uploaded a zip file to the uploads directory here called
Sentinel_log.txt.zip

It contains the text log of our adventure so far.



____ __ _ _
 ||he ||)ungeon //\/\aster

 ------------
Category 12,  Topic 6  [MOVED]
Message 10         Mon Mar 08, 2004
TCOMPTER                     at 12:19 PDT

For those that may be wondering how the different classes measure up in terms
of experience points vs. levels, I offer this table:

http://homepage.mac.com/thomascompter/Adventure/ExperienceTable.html

You might be surprised at what you see, especially in the Druid class and
Thief class.

Lest anyone think I'm really wasting that much timejust for curiosity's sake,
fear not.  I created the table so that I could have character sheets
automatically update the current level of a character based on their
experience.  The REAL challenge (to my MS Excel skills) was to get the
character sheets to update the amount of experience to get to the next level.



Also, I believe we had a consensus that our next session would be held on the
14th of March (this Sunday) at 3PM Eastern time.

If that's going to be a problem for anyone, please let us know here.


____   __          _ _
 ||he  ||)ungeon  //\/\aster



 ------------
Category 12,  Topic 6  [MOVED]
Message 11         Mon Apr 12, 2004
TCOMPTER [TheDM]             at 21:07 PDT

Ok, I thought it was about time that we had an idea what our characters looked
like, so I've posted a web page at:

http://homepage.mac.com/thomascompter/Characters/characters.html

Check it out!
_____  __          _  _
.||he  ||)ungeon  //\//\aster

 ------------
Category 12,  Topic 6  [MOVED]
Message 12         Tue Apr 13, 2004
SYNDICOMM [Sheppy]           at 11:10 PDT

Pengo is easy to pick out, being so tiny.  I presume that's Mialee next to him.
:)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 6  [MOVED]
Message 13         Tue May 11, 2004
TCOMPTER [TheDM]             at 11:28 PDT

I've got some stuff online that my be of interest:

A Sample of an online database of magical spells that I've been working on:
http://homepage.mac.com/thomascompter/Characters/sample.html

Pictures of the characters in the campaign:
http://homepage.mac.com/thomascompter/Characters/characters.html


And finally, all the special stuff that I know of that the party is carrying.
http://homepage.mac.com/thomascompter/Characters/possessions.html

On the latter, if there are any players who know of something that is missing
from that list, please let me know.

_____  ___         _  _
.||he  _|_)ungeon //\//\aster
 ------------
Category 12,  Topic 6  [MOVED]
Message 14         Thu Jun 10, 2004
TCOMPTER [TheDM]             at 04:00 PDT

I've posted character sheets for the characters currently in the Mercia
Campaign.  These are published directly from the spreadsheet I use to control
the game, so what you see is what I'm using for their stats, etc.   They can be
found as links from this page:

http://homepage.mac.com/thomascompter/Characters/possessions.html

Since they are published directly from Mac Excel, they will look really ugly on
a PC; for some reason, TrueType fonts notwithstanding, there is still some
incompatibility between platforms, but that's a subject for a different Forum
and Topic. :)  In any case, you can copy from the web page and paste into a
spreadsheet if you like.

The point of me posting them is to be sure that I'm giving your characters
their due, and also to remind you of what they have/can do (since not all of
you have players' handbooks anymore).  Therefore, if you see anything missing
or out of place, please let me know.

One thing that I know is not correct at the moment is the g.p. treasure amount.
 Refer to the Possessions page for a more accurate tally.  (The bug in the
spreadsheet which caused that error is now fixed, so they should be accurate at
the next "publishing.")


____  ___         _ _
.||he ||_)ungeon //\/\aster


 ------------
Category 12,  Topic 6
Message 15         Sun Jun 13, 2004
TCOMPTER [TheDM]             at 19:38 PDT

Ok, guys, I've put up a log of the Gauntlet adventure (so far) into our ftp
space here. It's called

GauntletLog20040613.txt.zip

Sheppy, please refer to it to catch up on what you missed.

We left it with the party in the Castellan's chambers, with the room not quite
fully searched yet.


_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 16         Wed Jun 16, 2004
TCOMPTER [TheDM]             at 09:58 PDT

I've finally gotten around to fully digitizing my map of Byrne. (Photoshop
Elements is pretty cool)

I wondered if you fellows would take a look at these two pictures, and tell me
what you think:

http://homepage.mac.com/thomascompter/Characters/images/Byrne1200Index.jpg

http://homepage.mac.com/thomascompter/Characters/images/Byrne800NoIndex.jpg

Is the first one too big to be useful?
Is the second one too small to be readable?

And finally, can someone think of better names for the areas?  "Thieves
Quarter" is a well established moniker for the slummy area of a city in fantasy
literature, but using "XXX Quarter" for all the other areas seems redundant and
boring.  I'd love to have more interesting names.

(For those that are interested, the original Photoshop file that these were
generated from is up to about 30 MB and growing)

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 17         Wed Jun 16, 2004
SYNDICOMM [Sheppy]           at 12:03 PDT

The first one, the big one, is better for me than the little one.

How about calling the slummy area... "The Slums"? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 6
Message 18         Thu Jun 17, 2004
TCOMPTER [TheDM]             at 08:32 PDT

Sheppy suggested:
> How about calling the slummy area... "The Slums"? :)
hmmm, I'm just wondering if that's not anachronistic.  I'll do a little
etymological research and see.  :)

I should have mentioned the reason I was asking: I was afraid the big one might
be too big for some people's monitors, while with the small one, reading the
index key is tough.  I should have posted the small one with index as well, and
I'll do that when I get a chance.


Thanks for the input!

____   ___         _  _
.||he _||_)ungeon //\//\aster




 ------------
Category 12,  Topic 6
Message 19         Thu Jun 17, 2004
TCOMPTER [TheDM]             at 14:26 PDT

Ok, now I have 4 pictures to compare.

http://homepage.mac.com/thomascompter/Characters/images/Byrne1200NoIndex.jpg

http://homepage.mac.com/thomascompter/Characters/images/Byrne1200Index.jpg

http://homepage.mac.com/thomascompter/Characters/images/Byrne800NoIndex.jpg

http://homepage.mac.com/thomascompter/Characters/images/Byrne800Index.jpg

I've also expanded the Waterfront somewhat.  Byrne is supposed to be a port
city, after all.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 20         Mon Jun 21, 2004
TCOMPTER [TheDM]             at 19:08 PDT

http://homepage.mac.com/thomascompter/Gauntlet/scenes.html

Has a handy list of things you've see so far on the adventure.



____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 21         Fri Jul 23, 2004
TCOMPTER [TheDM]             at 08:41 PDT

Here's a rough sketch of the house you're all living in.  If you want to lay
claims to a certain room upstairs, I'll update the picture.

http://homepage.mac.com/thomascompter/Mercia/images/theHouse.gif


____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 22         Mon Jul 26, 2004
TCOMPTER [TheDM]             at 03:16 PDT

oops.

I somehow lost a doorway in that picture.  I'll update it soon.   If there are
any other "architectural irregularities", let me know.
____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 23         Mon Jul 26, 2004
TCOMPTER [TheDM]             at 09:05 PDT

Ok, the picture is fixed, now.

Is the "canvas texture" background an enhancement or a hindrance?

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 24         Tue Jul 27, 2004
SYNDICOMM [Sheppy]           at 23:36 PDT

Mialee would like to bunk in room 1.

Pengo doesn't care as long as he doesn't have to sleep on the floor.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 12,  Topic 6
Message 25         Thu Jul 29, 2004
TCOMPTER [TheDM]             at 03:42 PDT

Ok, it's updated again:

http://homepage.mac.com/thomascompter/Mercia/images/theHouse.gif

I've split up the floor a little more, and taken the liberty of assigning
rooms, since I didn't hear any other preferences.   If anyone doesn't like
where I put them, let me know, and I'll move them. :)

____   ___         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 26         Mon Aug 02, 2004
SCHNORENBERG [Roger]         at 19:14 PDT


I have two questions about the floor plan:

1.  What do the brick patterns represent, fireplaces?

2.  Where is the 2nd Floor?  :)

Roger
 ------------
Category 12,  Topic 6
Message 27         Tue Aug 03, 2004
TCOMPTER [TheDM]             at 12:45 PDT

Roger questioned:

> 1.  What do the brick patterns represent, fireplaces?

Yes.  They are fireplaces

> 2.  Where is the 2nd Floor?  :)

Duh, that's what I meant by "architectural irregularities", alright.  :)

What is marked as 3rd floor should be marked as 2d floor.

____   ___         _  _
.||he _||_)ungeon //\//\aster



 ------------
Category 12,  Topic 6
Message 28         Tue Aug 03, 2004
TCOMPTER [TheDM]             at 12:49 PDT


Oh, and should it not be obvious, the fireplace on the ground floor which spans
the hall and the kitchen includes, on the kitchen side, a brick oven and stove.

____   ___         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 29         Tue Aug 10, 2004
TCOMPTER [TheDM]             at 09:18 PDT


I've done some consolidation of my Mercia-related websites.

http://homepage.mac.com/thomascompter/Mercia


should now take you to a springboard from which you can get to any online
content I have available about the campaign.

If there are any dead links, please let me know.


____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 30         Tue Aug 10, 2004
SCHNORENBERG [Roger]         at 13:27 PDT


It looks good Thomas.  You might want to add a link to the house diagram for
completeness however.

Thanks for all you hard work on the campaign.

Roger
 ------------
Category 12,  Topic 6
Message 31         Wed Aug 11, 2004
TCOMPTER [TheDM]             at 14:15 PDT


Heh,  in case anyone wonders where I got my place names from...

http://www.lib.utexas.edu/maps/historical/shepherd/british_isles_802.jpg

____  ____         _  _
.||he _||_)ungeon //\//\aster


 ------------
Category 12,  Topic 6
Message 32         Fri Apr 15, 2005
TCOMPTER [TheDM]             at 06:54 PDT

As I mentioned uptopic,

http://homepage.mac.com/thomascompter/Mercia

should now take you to a springboard from which you can get to any online
content I have available about the campaign.

That base link is unlikely to change, so that's the one you should bookmark.

However, I'm not really satisfied with the overall organization of the site,
and would appreciate some advice from more experienced webmasters or other
users on how to organize the content.

One idea that had occurred to me was using frames, but I've heard from some
people that frames were passe' and should be avoided.

In any case, I'd like to give the whole site a more consistent look -- if
anyone has any ideas on how to accomplish that, I'd love to hear from you.

Hopefully, .mac will get their stuff together soon so that normal browsers can
browse it normally again.

As an aside, last night I fixed the spell database so that after viewing the
details, it remembers the last Class and Level you picked, so it should be
easier to browse spells.  (The spell database is only available while I'm
physically at my computer and turn on tomcat.)

BTW, is there an easier interface I could use there? What I have now is the
easiest way to code it, but now that it's up and running, I'd entertain the
notion of improving the interface.  So what would be the easiest web interface
/ page layout for browsing spells?


____  ____         _  _
.||he _||_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 33         Sat Apr 16, 2005
SYNDICOMM [Sheppy]           at 20:30 PDT

I dunno, I think it's fine the way it is. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 6
Message 34         Fri Aug 12, 2005
TCOMPTER [TheDM]             at 09:01 PDT


For those that are thinking of generating personal histories for their
characters, (which I highly encourage) it would be worth a look at:

http://homepage.mac.com/thomascompter/Mercia/maps/history0.html

_____ ____          _  __
.||he _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 6
Message 35         Tue Aug 30, 2005
TCOMPTER [TheDM]             at 05:46 PDT

My map pages have a new look!

http://homepage.mac.com/thomascompter/Mercia/maps/

The new version is navigable atlas that allow you to click from map to map.
Right now, about all you can do is go from the continent map down to the house
map, but I'll be adding more branches later.

Of some of the maps, there are two versions:  a small version that navigates,
and a large version to pull offline and print, if that's your preference.  The
large versions MAY also have more detail,  such as lower level political
boundaries and smaller towns showing up, etc. Map 2 is an example of this.

(I was going to make both large and small versions navigable, until I realized
what a job it was to set up these pages.  Maybe later, if I figure out a way to
streamline it. )


Sneak Peak!
----------
They're not integrated into the navigable atlas yet, but they're available to
look at:

The Northern Lands
http://homepage.mac.com/thomascompter/Mercia/maps/images/map5large.jpg


The Southern Lands
http://homepage.mac.com/thomascompter/Mercia/maps/images/Map6Small.jpg

And now, a little contest!
--------------------------

** 500 ** experience points to the first character that can spot AND REPORT IN
THIS FORUM the error on the maps. Please be as precise in your reply as
possible.

I'll even give you a hint.  The Stafford map is "Politically Incorrect."


_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 6
Message 36         Tue Aug 30, 2005
SYNDICOMM [Sheppy]           at 09:39 PDT

Mialee points out that her own homeland isn't shown anywhere on the map, but
she's not sure that's the issue you're asking about.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 6
Message 37         Tue Aug 30, 2005
TCOMPTER [TheDM]             at 10:08 PDT


> Mialee points out that her own homeland isn't shown
> anywhere on the map, but she's not sure that's the
> issue you're asking about.


Heh, no (but I think I may have that resolved soon -- so hold that thought :)

It has more to do with an inconsistency between maps.


_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 6
Message 38         Tue Aug 30, 2005
TCOMPTER [TheDM]             at 10:14 PDT


Ooops!

I thought I mentioned, but I guess I didn't:  you'll only see the error if you
look at the LARGE version of Map2 (Mid-continent)


_____ ___          _  _
.||he _|_)ungeon _//\//\aster
 ------------
Category 12,  Topic 6
Message 39         Thu Oct 27, 2005
TCOMPTER [TheDM]             at 12:48 PDT

I've uploaded a log of the current adventure so far to the Syndicomm ftp site.
It's called UndrCtyLogSepOct.zip.  It has text and MS Word versions of the log.
 The MSWord version is color coded by character.  It also contains (because I
forgot to remove it) an excel spreadsheet that you can look at if you want to
-- it's something I've been working on to ease the burden of DMing.  (To see
the interesting part, select sheet 2 and then sheet 1 again.)

_____ ___          _  _
.||he _|_)ungeon _//\//\aster


 ------------
Category 12,  Topic 6
Message 40         Sun Nov 06, 2005
TCOMPTER [TheDM]             at 15:01 PDT



Ok, guys, it's feedback time!

Please go to http://homepage.mac.com/thomascompter/Mercia/maps/map5.html then
take the link at the top of the page called "Large Version for Printing."

I've included some javascript tricks on this page, that I'm considering
putting in place throughout the atlas. The first one is to turn the borders on
and off, and the second one is to have that toggle switch follow you around
the window.

Take note of the 'floating' links called "Show Borders | Hide Borders". They
should always stay in the upper right corner of your visible window, even when
you scroll around the map.

Things I'd be interested in knowing:

1) Would the Show/Hide toggle be more valuable on the smaller versions of the
pages? I'm inclined to think so, but I don't know which version you guys use
on a day to day basis.  Plus, the version with the toggle would NOT be easy to
save locally, another reason for putting them on the smaller versions.

2) What browsers do these tricks work in?
     I've seen it work so far in
         MS IE 5.1 for Mac OS 9
         MS IE 5.2 for Mac OS X
         Safari

3) What browsers do they NOT work in?
     It didn't seem to work for me in iCab 2.9.8 (PPC) though I'd love a
confirmation of that.


Thanks for your help!
_____ ___         _  _
.||he _|_)ungeon //\//\aster

 ------------
Category 12,  Topic 6
Message 41         Sun Nov 06, 2005
SYNDICOMM [Sheppy]           at 19:18 PDT

Working fine for me in Camino.

I think they'd be more useful on the smaller versions; the printable version is
just too big to be useful onscreen.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 12,  Topic 6
Message 42         Mon Nov 07, 2005
TCOMPTER [TheDM]             at 06:10 PDT

On another note, since I'm hosting the 'live' maps during the sessions on my
own computer, I thought I'd go ahead and post a 'static' version on .mac, which
can be found here:

http://homepage.mac.com/thomascompter/Mercia/advarchive.html

Please note:  this is NOT the URL to use during the sessions, but just a
reminder for use between sessions.

Also - as of 9AM Monday morning, I know there is a broken picture link for the
sewer level map.  I'll fix that tonight.

If you want to cut to the chase, so to speak, here's the URL for the map(s) you
found in the drawer of the slaver's desk.

http://homepage.mac.com/thomascompter/Mercia/Undercity/map1.html

_____ ____          _  _
.||he _||_)ungeon _//\//\aster



 ------------
Category 12,  Topic 6
Message 43         Tue Nov 08, 2005
KWS                          at 00:53 PDT

Thomas,

I prefer the smaller maps, at least until I get that 42" plasma monitor :)

Firefox and opera both worked fine with the show/hide borders.
IE 6/windows does not. I assume it's because IE doesn't support 32-bit alpha
transparency png, only 8-bit.  If you show the borders, you can see the
borders, but not the map underneath.

I prefer firefox, since I have all your maps/character profiles/spell books
open in different tabs :)

Kelvin

 ------------
Category 12,  Topic 6
Message 44         Tue Nov 08, 2005
TCOMPTER [TheDM]             at 05:59 PDT


Thanks for the feedback, guys.  I did try doing the borders in 8-bit png, but
they looked really crummy.  I guess I'm just going to not worry about Win IE 6.
 Who uses that anyway?  :)

And I think I will go ahead and put the interactive borders on the smaller
versions.

_____  ___          _  _
.||he  _|_)ungeon _//\//\aster
 ------------
Category 12,  Topic 6
Message 45         Mon Jan 23, 2006
TCOMPTER [TheDM]             at 18:07 PDT

Just another reminder that you can find static maps of the adventure at

http://homepage.mac.com/thomascompter/Mercia/Undercity/templelevel.html
and
http://homepage.mac.com/thomascompter/Mercia/Undercity/sewerlevel.html

Along with a VERY abbreviated synopsis.   I'll get the log up up from 22 Jan
up here as soon as I can.

_____  ____          _  _
.||he  _||_)ungeon _//\//\aster

 ------------
Category 12,  Topic 6
Message 46         Mon Jan 30, 2006
TCOMPTER [TheDM]             at 19:04 PDT

Ok, I finally got around to uploading the latest log into the ftp area here.

It's called UndrCtyLogSep05_Jan06.zip and contains the color-coded Word file.



_____ ____          _  _
.||he _||_)ungeon _//\//\aster


 ------------
Category 12,  Topic 6
Message 47         Mon Feb 27, 2006
TCOMPTER [TheDM]             at 06:01 PDT


The complete log of the adventure thorugh the end of the undercity is up on
Syndicomm's ftp site now, in both color-coded Word and plain text formats.

I was disappointed to see that my nifty macro for doing that formatting works
perfectly in Word for Windows, but does not work in Mac Word 2001. :(

If anyone would care to test that macro, and see if they can debug it for mac
use,  let me know.  :)

_____ ____          _  _
.||he _||_)ungeon _//\//\aster
 ------------
Category 12,  Topic 6
Message 48         Wed Mar 15, 2006
TCOMPTER [TheDM]             at 20:25 PDT

I've uploaded the log from the last session up to the ftp site here on
Syndicomm.  It's called StockadeLog.doc.zip.


_________
  | homas

 ------------
Category 15 Collectible Card Games
 ************
Topic 2         Tue Jun 08, 2004
KGAGNE                       at 13:00 PST
Sub: Magic: The Gathering

Discuss Wizards of the Coast's original CCG, MtG, here.

 1 message
 ************
 ------------
Category 15,  Topic 2
Message 1          Tue Jun 29, 2004
TCOMPTER [TheDM]             at 07:36 PDT


Magic: The Gathering is the original (?) Collectible Card Trading game, at
least in the fantasy milieu.

When I was a geographical bachelor a few years ago, I was introduced to this
game (we'd play it during lunch) while it was still in the first edition.

Over a space of 3 months or so, I collected about 200 cards.  I haven't
collected any since then because once I came home again, I was without
opponents.

Does anyone else here play this game?  The thing I liked about it was that the
basic rules were very simple, but that each card was in essence, a variation of
the basic rules.   It's also good in that you can play a game in under an hour.

_________
  | homas
 ------------
 ************
Topic 4         Tue Jun 08, 2004
KGAGNE                       at 13:01 PST
Sub: Yu-Gi-Oh!

Konami's anime CCG.

 4 messages
 ************
 ------------
Category 15,  Topic 4
Message 1          Tue Oct 05, 2004
TCOMPTER [TheDM]             at 06:36 PDT


Has anyone here played this game, or can tell me where I can find the game
rules online somewhere?

My grandson plays this game, but can't seem to tell me what the rules are.  I
suspect he and his friends just make up the rules (which isn't necessarily a
bad thing) but I'd be curious what the real rules are.

I'd like to be able to sit down and play a game of it with him next time I see
him, but I'd be more comfortable if I knew the rules ahead of time.

_________
  | homas


 ------------
Category 15,  Topic 4
Message 2          Sun Oct 17, 2004
KGAGNE [Ken]                 at 06:32 PDT

Thomas,

The only CCG I've ever played is Spellfire.  For Yu-Gi-Oh!, try this URL:

http://www.upperdeckentertainment.com/yugioh/train.asp

-Ken

 ------------
Category 15,  Topic 4
Message 3          Mon Oct 18, 2004
TCOMPTER [TheDM]             at 09:26 PDT


Hey, Thanks, Ken.  I think that will do the trick. :)

_________
  | homas

 ------------
Category 15,  Topic 4
Message 4          Wed Aug 03, 2005
TCOMPTER [TheDM]             at 07:58 PDT


Well, I got to play YuGiOh with my grandson this week, and the first thing that
struck me was how very much like Magic: the Gathering it was.  But then again I
suppose that having created the genre, every game of the type would bear at
least a passing resemblance to it.

The other thing that struck me was how awfully unbalanced the game seemed to
be.  IOW, it seemed to be that whoever was able to get a "big gun" monster on
the field first was going to win, and quickly.

Anyway, it seemed to me that the game is almost DESIGNED to be very short,
perhaps because of the limited attention span of its target audience?   After
beating me handily in 6 duels in a row, which took about 40 minutes*, my
grandson was ready to quit.

I can safely say that once my grandson leaves, I'll probably never play it
again --  I much prefer the original (Magic).

On a side note, my wife loves to play cards, but doesn't like Magic or YuGiOh,
because she has no interest in the setting of a fantasy world with monsters.
 It would be interesting to see a similar game that dealt with the business
world.  It would necessarily be as abstract as Monopoly, but that might appeal
to a more mainstream audience.

_________
  | homas



*  They could have been done in about 15 minutes were it not for me having to
reference the rules at every play.
 ------------
Category 16 Table-Top Miniatures
 ************
Topic 1         Thu Jun 24, 2004
TCOMPTER                     at 19:40 PST
Sub: General Discussion

This topic is used to discuss miniatures gaming in general.

 5 messages
 ************
 ------------
Category 16,  Topic 1
Message 1          Thu Jun 24, 2004
TCOMPTER [TheDM]             at 19:49 PDT

I was introduced to table top miniatures gaming by a friend who _didn't_ play
D&D, but knew that I did.  He told me that I ought to try out this other
hobby, and I was hooked!

Far from being the child's game of tin soldiers that it might at first appear,
miniatures gaming often involves the most complex rules that you will find in
any type of gaming.

There are many facets to enjoy with this pastime, being both a game and a
collection and of course, many enjoy the challenge of painting armies of
tiny replicas of real or fantasy soldiers.

The genres found are varied as well, ranging from Ancient Greek and pre-greek
warfare to Napoleanic wars to modern-day and futuristic tank battles.

So let's get some game!

_________
  | homas

 ------------
Category 16,  Topic 1
Message 2          Thu Mar 10, 2005
TCOMPTER [TheDM]             at 05:57 PDT


I've been thinking lately that with the advent of fast computers with big
monitors and cheap graphics software, it should be fairly easy to replicate
table-top minatures via computer with nothing more than Photoshop Elements.

One of the endearing things about table-top miniatures is the fact that it is
so free-form.  One of the drawbacks is that this necessitates the presence of a
Referee to control the chaos.

Most table-top miniatures rules that I've seen are turn based, so they might
lend themselves to play-by-email, as long as everyone could "see" the table. I
could imagine a system where 2 players post their moves to a forum like this,
in a pre-determined format, or in email directly to the referee, and the
referee would then make the adjustments on the "board", and resolve the combat.

Anyway, I'll keep working on that idea.  If anyone is interested in trying it
out, I'll work a little harder.  ;)

_________
  | homas

 ------------
Category 16,  Topic 1
Message 3          Fri Mar 11, 2005
SCHNORENBERG [Roger]         at 21:37 PDT


I've never done anything with miniatures except use them to resolve combat in
D&D.  However, your virtual table idea sounds intriguing.

Roger
 ------------
Category 16,  Topic 1
Message 4          Mon Mar 14, 2005
TCOMPTER [TheDM]             at 06:53 PDT


In the D&D campaign that I ran in Germany, I had one scenario where a battle
would be fought*, so I enlisted the aid of my friend who had introduced me to
table top miniatures to serve as the opponent for my regular D&D gaming group.

I made the mistake of forgetting to tell him that I really didn't want him to
win, but just to put up a show of force -- with his experience in miniatures,
he could have wiped my party (and their army) off the face of the table easily.
  He was in the process of doing just that, and I (as the DM) was forced to
start making rather arbitrary decisions in favor of the party's side just so
that the party itself wouldn't get wiped out.

My friend was pretty peeved, but he eventually got over it.  :)

The miniatures rules that I've used, which only include the First Edition AD&D
BattleSystem and Chainmail (the progenitor of D&D), allow for "inserting" a
player character (1:1 figure:person scale) into a unit (1:20 or 1:20
figure:person scale).  However, battles can prove EXTREMELY dangerous to player
characters, simply because their fate is tied to the fate of the unit they're
in, and if things are going badly for the unit, sometimes the only way to save
the character is through uncharacteristic acts of cowardice.

____   ___         _  _
.||he _||_)ungeon //\//\aster


*  One of my characters had gotten to the level where they could have a
fortress, but I wasn't just going to HAND it to him, so the local
power-that-was sent the character and an army to put down a rebellious baron,
and gave him the castle and lands as a reward.
 ------------
Category 16,  Topic 1
Message 5          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:00 PDT

This very forum hosts D&D games; but can the Internet be used for tabletop
games also?

http://ask.slashdot.org/article.pl?sid=06/08/03/0120249&from=rss

 ------------
 ************
Topic 9         Mon Jun 28, 2004
TCOMPTER                     at 17:33 PST
Sub: Chainmail (TSR)

TSR's rules for medieval battles.

 1 message
 ************
 ------------
Category 16,  Topic 9
Message 1          Mon Jun 28, 2004
TCOMPTER [TheDM]             at 17:42 PDT

Chainmail was my introduction to tabletop miniatures gaming. A friend of mine
who knew I played D&D suggested that I play a game of Chainmail, and as a
reward for doing well, presented me with my first unit:  a company of
Halbardiers!

I was hooked, and my miniatures collection soon grew to over 700.

_________
  | homas

 ------------
 ************
Topic 15        Mon Jun 28, 2004
TCOMPTER                     at 17:46 PST
Sub: Chainmail Fantasy Supplement

TSR's Chainmail rules included this Fantasy supplement to allow those with
greater imagination do battle with Dragons and Wizards.

 1 message
 ************
 ------------
Category 16,  Topic 15
Message 1          Mon Jun 28, 2004
TCOMPTER [TheDM]             at 17:46 PDT

This fantasy supplement was actually the origin of Dungeons and Dragons.

_________
  | homas

 ------------
 ************
Topic 16        Mon Jun 28, 2004
TCOMPTER                     at 17:48 PST
Sub: AD&D 1st Edition Battlesystem

A system for running large scale battles which complies with the AD&D 1st
Edition Rules.

 1 message
 ************
 ------------
Category 16,  Topic 16
Message 1          Tue Mar 15, 2005
TCOMPTER [TheDM]             at 07:14 PDT


This game faithfully uses AD&D first edition rules with its 10 or more Armor
classes, by using a special table that reduces the standard d20 to-hit rolls
and various damage rolls to a single table that attrits the members of a unit.

Morale of units is very important in this game, and part of the complexity is
figuring out the morale results of a given encounter that might leave a unit
demoralized, and thus fighting at a disadvantage, or might even rout a unit.

_________
  | homas

 ------------
 ************
Topic 70        Tue Apr 11, 2006
TCOMPTER                     at 11:06 PST
Sub: Pirates of the Spanish Main

WizKidsGames' new genre of "Constructable Strategy Games", including Pirates of
the Spanish Main, Pirates of the Revolution, and all the subsequent expansion
sets.

 7 messages
 ************
 ------------
Category 16,  Topic 70
Message 1          Tue Apr 11, 2006
TCOMPTER [TheDM]             at 11:44 PDT


I wasn't sure whether I should add this topic to this category, or to the
Collectible Card Games category, because it is actually both.

Last weekend I attended a gaming convention called "Lore Con" in Burlington,
Vermont, and was introduced to this fascinating game.

In one sense, it's a collectible card game.  You buy packs for $4 ea. to expand
your "fleet", and you don't know what you're getting ahead of time.   Unlike
Magic, the Gathering, however, you don't need a starter pack of 40 cards to
start playing.  In fact, everything you need to play is in every single pack,
INCLUDING a tiny 6-sided die.  So the cost of entry into the game is $4.
That's the first thing I liked about it.

The game is not played as a card game, though.  It's a table-top miniatures
game.  Each pack contains 2 ships and an island and some treasure and crew.
The ships come on 1-3 polystyrene cards.  You punch the pieces out of the
cards, and assemble them into ships.  (They've done a very nice job of
designing the ships so that the slot and tab construction almost look like it
belongs, and the printed images on the ships adds a lot to the visual appeal of
the game.)  Printed on the cards are all the statistics for the ships -- all
the information you need to play that ship in the game is right there on the
card.  (Cleverly enough, all ranges and distances are measured by the long and
short sides of the cards as well, so no ancilliary equipment is needed either.)
 That's the second thing I liked about it.

The real kicker, though, and the thing that really caught my attention, was the
fact that the ships _dis_assemble very easily, and you store them by snapping
the pieces back into the cards they came from, so the game is as _portable_ as
any of the CCGs.

You see, the main disadvantage of most miniatures games is that they are very
difficult to move.  My medieval/fantasy miniatures collection takes up 4
fifteen pound boxes, and that doesn't include the terrain and the rulebooks.
With this game, you can literally put a 20-ship fleet in your pockets!

And speaking of rulebooks, the game comes with a starter rule sheet that shows
you how to assemble the ships and gives you the basics of the game -- enough to
play one game at least -- in literally less than 200 words!   They also include
another sheet that folds out to 8" x 10" that gives the complete rules.  Still
not an overwhelming task.  In fact, even my darling wife, who has a very low
tolerance for complicated rules ("thinking games", as she puts it), enjoys
playing the game.

So how do you play?  Well, the basic scenario is this:  There are several
islands between your home port and your opponent's, and they all have gold on
them, but you won't know how much each one has until you go and explore them.
So it's a race for the gold.  And it you happen to sink your opponent's ships
along the way, so much the merrier!  :)  I've been working on designing some
scenarios beyond that, and there are some alternate scenarios on the company
website as well.

In summary, this game is...

Easy to learn
Easy to carry
Inexpensive to buy
Lots of fun to play.

You should really try it!

Oh, BTW, see more about it at http://www.wizkidsgames.com


_________
  | homas
 ------------
Category 16,  Topic 70
Message 2          Sat Apr 22, 2006
KWS                          at 12:25 PDT

The website (http://www.wizkidsgames.com) has a nice flash tutorial that
explains the rules, how to assemble the ships, etc.  It looks pretty
interesting.

Kelvin.

 ------------
Category 16,  Topic 70
Message 3          Mon Apr 24, 2006
TCOMPTER [TheDM]             at 09:22 PDT

Since being introduced to this game, I've done a bit of research about it on
the web.   As many people pointed out, there is 1 glaring omission in the
rules.  In a game about sailing ships, there is no mention in the official
rules about _wind_!

Needless to say, many people have implemented their own "house rules" on the
subject, and I invented my own, as well.  My simple version is really simple.
Roll an 8-sided die for wind direction each turn, and no ships can sail within
45 degrees of that direction.  (I'll bet some dice company has probably created
a wind direction die.)  If you want to get fancy, you might say that
square-rigged ships can't sail within 60 degrees of the wind, and fore&aft
rigged ships can't sail within 30 degrees of the wind.

There were some disparaging remarks on the various boards I visited which
claimed that the game was TOO simple, so simple that "it is really just a
parlor game."  This was a comment from an obvious hard-core wargamer, and as
everyone knows, hard-core wargamers don't consider any game that takes less
than 4 hours to play and less than a 45 page rulebook worth playing.  (I've
been accused of being one of them  ;)

I think the point is that it IS a parlor game, and is meant to be an easy
on-ramp to the world of tabletop miniatures.

Other players have created (quite professional looking) expansion sets to the
rules to allow more "realistic" naval battles and even long term campaigns.
Nothing wrong with that, either.  :)

This week I'm headed for a local game shop (QuarterStaff Games, on Church
Street) where the fellow that introduced me to the game at the convention is
going to try to get a semi-regular group going.   That would be neat.

_________
  | homas

 ------------
Category 16,  Topic 70
Message 4          Sat Apr 29, 2006
KGAGNE [Ken]                 at 19:44 PDT

As a result of this discussion, I picked up a four-pack collectible starter
tin as a gift for a gaming friend of mine. (It's available for $11.99 from
Toys R Us, or $9.99 + $7 S&H from TRU's online store via Amazon.com)

Thanks!  Hope she likes it.

-Ken

 ------------
Category 16,  Topic 70
Message 5          Mon May 01, 2006
TCOMPTER [TheDM]             at 11:26 PDT


I've seen those tins:  they're really nice, especially when you consider that
you're getting $16 worth of cards for the price.   The only problem that I saw
(for me personally) is that they are too small.   They are fine for the person
that wants to carry only a subset of their fleet to a venue, (a logical choice
for someone with a big fleet) but I really didn't want my fleet to get any
bigger than I could carry with me conveniently.

Jeannie came up with the perfect solution in the form of a very elegant Dewar's
Scotch tin from our kitchen collection of tins.  It's about twice as long as
the POTSM branded tins, and will hold as many ships as I might ever want to
own.  :)

(If we had a Captain Morgan RUM tin, that would be even more appropriate, but I
don't drink much rum  ;)

Anyway, I'm sure your friend will enjoy the game.

As I mentioned uptopic, Jeannie and I went last Wednesday to a local gameshop
to play with the folks I met at the convention.  The 'privateer' (company
representative) decided that all 7 of us should play in one huge game, which
was a bit cumbersome, and a little slow.  It would have gone faster if we had
split into two tables, but then we wouldn't have gotten to know each other as
well, either.

Also, there was a long delay at the beginning as people did some trading, which
I didn't mind, but Jeannie found rather boring.   We don't have enough ships
yet to really start trading, and I really don't have a clue as to the relative
values of the rare, uncommon and common cards, so we were sitting on our thumbs
for the first hour.  Next time we'll take our time at dinner.  :)


_________
  | homas

 ------------
Category 16,  Topic 70
Message 6          Thu May 18, 2006
TCOMPTER [TheDM]             at 12:42 PDT

We made our second expedition to Quarterstaff Games for their weekly
meeting/Pirates game night.   Things were more organized this time, as the
'privateer' told us all ahead of time to assemble our fleets before we arrived.
 This sped things up very nicely, since some of the players take a LONNNG time
picking out their ships.  He also split the group in two, which made the games
more manageable.  We've decided that 3-5 people is the ideal size for a fun
game.

I was a little disappointed to get a very cool reception to my wind rules, but
I understand that he is a company rep of sorts, and has to favor the official
rules.   Of course, I disagree with his interpretation of the official rules in
a couple of areas too, but I'm not about to rock the boat :D

Jeannie and I have pretty much decided that every week would be too much of a
good thing, and so we've decided that we're going to aim to participate in the
group sessions every 3rd week or so.   (So many games, so little time.)

_________
  | homas
 ------------
Category 16,  Topic 70
Message 7          Fri Jun 02, 2006
TCOMPTER [TheDM]             at 08:03 PDT

Uptopic I mentioned our storage solution:

> Jeannie came up with the perfect solution in the form of a
> very elegant Dewar's Scotch tin from our kitchen collection
> of tins.  It's about twice as long as the POTSM branded tins,
> and will hold as many ships as I might ever want to own.  :)

Well, I may have to restate that -- :)

This week we were in our first "sealed format tournament," which means that
each player buys a number of packs (in this case, 3) and assembles the best 40
point fleet they can out of that.  This added 12 ships to our collection, so we
might outgrow the Dewar's tin before too long.  :)

_________
  | homas
 ------------
